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CD-ROM version of Flashback, get a bonus CD featuring 


cluded” on EastWest/EEG CD’s and cassettes. 
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Flashback the Quest for Identity” © 1995 Delphine Software and U.S. Gold, Inc. All rights reserved. Jaguar is a trademark of Atari Corporation. 300 is a trademark of the 300 Company. © 1995 U.S. Gold, Inc. 


E3 Special Report: Page 4 


The hottest games from the hottest 
show in town. Check out D-3’s 20 pages 
of show coverage. 


Page 30 


This month we look at Mindscape’s 
Savage Warriors, a brilliant one-on-one 
fighting game in real time. 


Cover Story: 


PC Revolution: Page 34 


Need for Speed, Tank Commander, Lost 
Eden, Gadget and Aladdin. ares 


Virtual Mac: Page 44 


We review Power Pete, Eastern Mind | 
and Underworld’s Shoot ‘em-up, Blood — 
Bath. 


The 3D0 Zone: Page 50 


Slim pickin’s in the old 3D0 Zone this ~ 
month. We review Synergy’s Iron Angel "o0)) 
of the Apocalypse. - . 


Page S2 | mn 


Virtual Pool finally gets itschancetogo 
under the knife and, speaking ofhack- == 
ing, we review Nick Faldo Golf. iS esr 


Dimension Sports: 


Call to Battle: Page 5b 


We keep the LCDR busy this month 
with reviews of Jagged Alliance, 1830, 
and Koei’s New Horizons. 


Cool School: Page b4 


This month we take a look at Mario’s 4 Bo * 
Game Gallery and IVI’s Eco. 3 


Strategy Session: Page bd ee 


Origin’s BioForge is the featured game 
in S.S. this month. 
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Next Dimension: Page 7b =: 


Twenty pages packed to the gills with 
previews of the hottest upcoming 
games for PC, Mac and 3DO. 


VOLUME 1 ¢ ISSUE 3 
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Unbelievable! We have just returned from the 
Electronics Entertainment Expo (E3) in Los 
Angeles, CA and were truly amazed by the 
quantity and quality of new PC/CD-ROM gam- 
ing product. The PC has emerged as a major 
player in mass market electronic gaming and 
looks only toward solidifying its position as a 
player, with the advent of even faster proces- 
sors and as new, whiz-bang graphics cards 
become the norm. The major publishing hous- 


-es have become particularly bullish in regard 


to PC entertainment, with Interplay, Virgin, 
Electronic Arts and even Sega of America fully 
committed to PC/CD-ROM gaming. 

Yes, you did hear me right! Sega will be pub- 
lishing ‘Sonic the Hedgehog” for PC/CD-ROM 
with a release date set for this holiday sea- 
son. The pending release of this Pentium-only 
product is significant not just because the Sonic 
series has sold more than 15 million copies 
worldwide, but because of the strategic shift 
that it represents in the marketing of PC enter- 
tainment product. 

With Sega entering the field, and Sonic firm- 
ly in tow, the message that they are sending 
is that the days of the PC owner being per- 
ceived as a lonely soul leaning over his key- 
board for hours upon end, reenacting the Civil 
War, are over. And that in his place is the new, 
younger user of PC technology that is looking 
for fast, arcade style action with the depth of 
gameplay that only the PC can offer. This is 
essentially the strategy that D-3 was founded 
upon. We believe in the never-ending possi- 
bilities inherent to PC gaming. With Pentium 
only, 640 x 480 SVGA product quickly becom- 
ing the rule rather than the exception, the 
recent advances in console technology (i.e. 
Sega’s Saturn and Sony’s PlayStation) which, 
three or four months ago seemed to push the 
technical and graphical envelope further than 
ever thought possible, now seem to be main- 
stream. An example of this evaluation was on 
display in Virgin’s booth at E3. 

I have been addicted to Namco’s “Ridge Racer’ 
for the PlayStation since I first received it from 
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most state-of-the-art game currently in the 
arcades and, with Namco’s near letter-perfect 
version for Sony’s super system, in the home 
as well. Funny thing though, just as many in 
competing trade journals have been predict- 
ing the death of PC gaming (where do they get 
this stuff?), along comes E3 and a little sur- 
prise from Virgin called “‘Screamers’’. 

This high speed, Pentium only, racing game 
takes Ridge Racer and turns it on its ear (see 
our E3 show special for shots on this amaz- 
ing product). The world that you race within 
is even more detailed than that found in Ridge 
Racer, at a faster frame rate and in 640 x 480 
SVGA. The product absolutely blew us away. 
And Virgin is not the only one. 

Interplay has their VR Sports lineup, with 
incredibly realistic baseball, basketball, hock- 
ey and football action coming in the next nine 
months, not to mention the elusive Stonekeep. 
Electronic Arts and Bullfrog are pushing the 
technological envelope with their upcoming 
releases (again, please see our show special for 
details). In addition, Mindscape, US Gold, 
Psygnosis, Origin, Capstone, Apogee and oth- 
ers have great titles in development that will 
challenge both our brains AND trigger fin- 
gers...and it will only get better with new graph- 
ic cards appearing next year that many of these 
software publishers are already adapting their 
products for. 

The feeling we came away from E3 with is that, 
if you own a PC, Saturn or PlayStation, most 
third party publishers will have a version of 
all of their titles for your machine. It is appar- 
ent that technology that appears first on any 
of these machines will move over nicely té the 
others. This will really be a boon for PC gamers 
because technology that is developed for either 
of these consoles will help drive technology on 
the PC side of the fence...hold on to your 
gamepads, the end of ‘95 and beginning of ‘96 
is going to be the best period in the history of 


PC gaming. 
Linid Jon Winding 
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=-MAIL, YOUR MAIL, FEMALE, NO MAIC... 


Hello, 


Iam a PowerMac owner and must 
confess that until recently being one and 
claiming to be a computer game fanatic 
would seem like an oxymoron. Iam a 
Mac lover and decided to purchase a 
PowerMac on the bet that the great games 
that IBM PC gamers have been enjoying 
would begin flooding the Mac world. With 
HOT games like Marathon and Doom 2 
(June 5) appearing and others such as 
Dark Forces (May!!!), Descent, X-Wing 
CD Collection (Fall, Full Throttle and the 
Mac original FA/18 Hornet 8.0 : Korean 
Crisis coming soon, Iam happy with my 
decision. My reason for this letter is that 
I browsed by the mag. rack and caught 
a glimpse of your premier issue. I ini- 
tially thought BIG DEAL, another PC 
Game Mag Clone. After perusing it quick- 
ly I made the purchase and was delight- 
ed by the concentration on games and 
not advertising stuffing. Secondly, I found 
your attention to Mac games (Marathon 
getting the gold which it deserves) 
refreshing considering how OTHER mags 
plop the MAC name on their cover and 
give mention to a game once every 2 
issues or so, if that. 

After reading David Winding’s review 
of Dark Forces on Saturday, I received 
my issue of Inside Mac Games (CD) and 
learned that the hiring of a PowerMac 
hacker has warped port time to MAY! 
Wow! That has to be a record in IBM to 
Mac porting. DF for the Mac (040 and 
PowerMac) will have 4X the resolution 
and should have an equal if not faster 
frame rate compared to the PC version. 
Wow again! My question to you refers to 
your rating of DF. I have seen reviews 
such as yours that give praise to DF and 
others that rip it for lack of save option, 
network play, and extremely poor enemy 
AI. I don’t give a rat’s $#@! about net- 
work play because I couldn’t use it if I 
wanted to anyway. What I do mind is the 
criticism of enemy AI and only 14 
levels. You seemed to love the game. Did 
the stormtroopers, imperial guards and 
other characters seem to be oblivious 
to your presence and have poor AI like 
some mentioned. Curious since you did- 
n’t mention this in the review. I hope you 


are right and that it is worth the price. 
Nice work and I look forward to the 
next issue! 


James M. Harris 
jharris@psuhmed.rcf.hmc.psu.edu 


Cliffy Says: 


Maybe it’s just me, but many of our com- 
petitors seem to have missed the boat when 
reviewing Dark Forces. First of all, the four- 
teen levels are HUGE! I would much rather 
play three levels of Dark Forces than the entire 
game of Doom &. They say variety is the spice 
of life and that’s exactly what DF offers. The 
14 levels are vastly different, both graphi- 
cally and in terms of the requirements for 
success. As far as the game’s Al goes, don’t 
even worry about it. The Imperial Officers 
and Stromtroopers aren’t reacting to you in 
the game ONLY when their backs are turned! 
If you manage to sneak up on them, they are 
toast (just as it should bel). I think that most 
reviewers were PO’d because of the lack of 
network play. Come on people...do you real- 
ly think that LucasArts wants you to be 
involved in a four-way shoot-a-thon when the 
essence of the Star Wars movies and games 
is that of role-playing? You are filling the role 
of Kyle Katarn...not playing ‘tag’. Buy the 
game, it is the best I’ve ever played. 


Hello, 


I looked all through your first issue 
of Dimension 3 and decided it was an 
excellent issue. There is one sugges- 
tion that I would like to make however. 
In regards to your game reviews for PCs 
and Macs, I think that it would be 
extremely helpful to your readers if you 
mentioned system requirements or rec- 
commendations. On many occasions I 
have purchased a game only to find that 
I don’t possess enough processing power 
or memory to run the game. Recently 
I have purchased a DX4/100Mhz laptop 
and there are still a few games out there 
that I need more memory for as well 
as a (gulp!) faster machine. I would also 
like to know how it is possible to sub- 
scribe to your magazine. I could not find 
a number to call or even one of those 
annoying subscription cards that often 


Iy’S ALL THE SAME 10 CLIFFY! 


litter the pages. 
Keep up the great work though!!!! 


Chet 
parag@GAS.UUG.Arizona.EDU 


Cliffy Says: 


We realize that many of our competitors list 
the system requirements for a game within 
the body of their editorial reviews. Our phi- 
losophy is that the information is on the back 
(or side) of the box when you go to purchase 
it. Besides, let’s face facts...with games now 
delivering real-time, texture-mapped worlds 
at 640 x 480 SVGA, you are going to be left 
behind if you don’t have a 486-66, 4 megs of 
RAM and a 2x CD-ROM...MINIMUM! D-3 has 
been created from scratch with this in mind. 
Although many developers will try to make 
allowances for owners with less horsepower 
under the hood (i.e. reduced window sizes, 
adjustable detail levels, etc.), the reality is 
that if you don’t upgrade, you will be left 
behind. Killer applications always push hard- 
ware upgrades, and there are some fantastic 
gaming experiences to be had in the months 
ahead. Get ready to spend some dough! 


Hello there! 


I picked up your Premiere issue of 
Dimension 3 and I think it’s THE BEST 
Computer / new systems magazine 
around! For starters you don’t fill every 
end page with ads..instead you have loads 
of info...secondly you cover PC/CD-ROM, 
Mac and the newer systems (just got a 
CD-ROM for my PC) so having new 
PC/CD-ROM developments is fantas- 
tic...finally...every now and then there’s 
a “splash” of humor..which is great con- 
sidering some other mags bore people to 
death with un-ending seriousness. I very 
much am looking forward to reading your 
next issue, as I received much informa- 
tion and enjoyment out of the first one, 
and I wish you great success in the 
future!! 


Yours Sincerely : 


Chris K. 
redwolf@ra.isisnet.com 


Hello, 


I just finished reading your premiere 
issue, and 1am greatly impressed. The 
reviews are right on target, the sidebars 
are informative, etc... The feature with 
which I am the most impressed is the 
plethora of screen shots! I *love* screen 
shots and am always disappointed with 
the meager offerings in other magazines. 
I also feel the balance of coverage is per- 
fect: an emphasis on PC games with cov- 
erage of other platforms. 

My only suggestion would be to 
include an icon at the top of each article 
and review that indicates the platform 
features Gi.e. PC, Mac, 3DO, etc...) 

I also did not see any subscription 
information, but then, I may have been 
so engrossed in the articles and screen 
shots that I missed it! Please let me know 
how I can subscribe to your very promis- 
ing publication. 


Thank you. 


David Laprad 
psc1000S3@frank.mtsu.edu 


HI! 


I just wanted to send you guys a quick 
note about your magazine. I saw it the 
other night for the first time in the mag- 
azine rack and picked it up. I was blown 
away!!! You’ve got some great stuff going 
on there and I’m very impressed. No 
kiddy lingo, barely any advertisements, 
just pure gaming action. Finally a mag- 
azine that delivers what it promises. And 
I especially want to thank you for the 
SDO coverage. I love the machine and 
use the blaster to play games on my PC. 
Awesome stuff. 

I have & questions. I didn’t see a sub- 
scription card in my magazine and obvi- 
ously I’m interested. I’m wondering about 
getting a subscription right away and 
how much it is. I don’t want to miss the 
next issue. And, number 2, do you need 
more employees?!?! Yeah, right, huh? 

Thanks a lot and I’m already look- 
ing forward to the next issue. 


Sincerely, 


Scott Fry 
Scott Fry@intouchgroup.com 


To Dimension Publishing, Inc. 


Hi, lam a new D3 reader and I used 
to read Computer Gaming World and 
other computer game magazines in the 
past. You guys are doing a much better 
job than the CGW or other magazines. 

I would like to know if you offer a 


discount subscription. Besides, how much 
can I save? 


From NEW Reader 


Vincent 
vcchan@ucdavis.edu 


So Dave, 

Just wanted to say that I found your 
magazine to be more informative than 
PC GAMER or COMPUTER GAME 


articles just flowed and were very objec- 


tive about the games that were reviewed. 


I hope you all keep up the awesome 
work!! — 
I look forward to the next issue!! 


Sincerely, 


Bill Stevenson 
Bsnurse069@aol.com) 


Dear Dimension-3, 


I’ve just finished reading your first 
issue and let me say I was more than 
pleasantly surprised. Your magazine has 
given me an insight into this great hobby 
of ours. 

Iam a proud 3DO owner who thinks 
it’s great that you have decided to include 
(through Creative Labs) info on upcom- 
ing software. 

I look forward to enjoying your mag- 
azine in the months to come. 


David Eddy 
Henderson, NV 


PS. Please excuse my writing, I went to 
UNLV. 


To whom it may concern, 


I just bought issue 1 from our com- 
pany store and upon cursory look I like 
what I see! I like the idea Cif this is where 
your going) of all reviews and strategies 
and few feature articles. 

This issue in my store didn’t seem to 
have any subscription cards. 

Can you give me this info (you are 
offering subscriptions I hope) ? 


Scott Jeslis 
jeslis@yooper.switch.rockwell.com 


Hey Guys 


Great magazine! It’s refreshing to 
see a no-nonsense magazine for PC users. 
Instead of all the ads and techno junk 
that gamers don’t want to see, it’s just 
straight forward gaming. Right on!! I cur- 
rently own a Dell 486/66 DX2 with a 
15” Compudyne monitor and a 4 Plex 


— Be CUPS BRED WAIL 


CD ROM. I have a large assortment of 
video game consoles also, here are a few 
- Pong, Odyssey 2 Cwith voice), Atari 
2600, two or three Pong rip-offs, 
Colecovision, Intellivision, and Master 
System. I also have all the new gear - 
Jaguar, 2X, SNES, Lynx and my prized | 
SDO. So, aS you can see, I’m more of a 
game nut than a programmer. I read 
all the game mags and have read a few 
computer magazines, but yours is great. 
I plan to keep on reading Dimension-3 
as long as you are around. Be sure to 
keep the 3DO section please!! Now I can 
get two sorts of info in one mag. Thanx 
guys & gals for the great magazine. 


Raymond Walker 
Salinas, CA. — 


Cliffy Says: 


The letters you have just read are sam- 
ples of the more than 200 E-mail responses 
that we have had to the premiere issue of 
Dimension-3. Thank you one and all for your 
positive comments and letters of congratu- 
lation with regard to our premiere issue. We 
really believe that the current and future 
readers of D-3 want to get more information, 
more screen shots and more FUN out of their 
PC gaming magazines than they have expe- 
rienced in the past. This magazine is YOURS. 
It is not the game publishers’, not the adver- 
tisers’ and only partially ours. We have built 
the publication that we want to read and are 
confident that there are hundreds of thou- 
sands of you out there who think and feel as 
we do. If there is something you would like 
to see...let us know. If you feel there is a game 
that you are involved in that could use a strat- 
egy guide...let us know. If you have a beef 
that you would like to direct to our attention, 
or to that of any of the publishers...let us 
know. We have focused on the expanding 
world of PC/CD-ROM/Mac gaming, while giv- 
ing you a glimpse of what’s happening on 
3DO and other emerging technologies. This 
is the type of magazine we want to read and, 
Judging by the letters that we have received 
over the past two weeks, one that PC game 
players have been waiting for. We want to 
give you critical information BEFORE mak- 
those letters and E-mail coming in and enjoy 
this magazine. A subscription ad appears 
at the end of this issue. We’ve just returned 
from E-3 and the sheer number of PC games 
was overwhelming. It is our promise to you 
that we will help you sift through the also- 
rans and get to the best that PC gaming has 
to offer. ad 


Address all mail to: 
Cliff’s Bag 0’ Mail 
Dimension Publishing 
567 Edna Street 
San Francisco, CA 94112 


5/5 Rating 


Computer Gaming World—February 1995 


94% Rating, Golden 
Triad Award Winner 


Computer Game Review—February 1995 


ee i ot 50 incredible levels to lay a 
Winner—1994 Best _ path of destruction through 


Breakthrough Game 


~ Electronic Entertainment—March 1995 


——- Best Software 
loper: Bullfrog 


Computer Player—January 1995 
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PC Gamer—February 1995 
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cal Great Tale has Just Begun... 


ong ago, in the days when Lreland was far removed from the mainland 
civilizations of Europe, the early Celtic tribes were locked in a bitter war 
with the Other World. The tribes of Eire were joined as one people, the 
Tuatha de Dannan. Their Other World enemies, who lurked off the islands 
shores were known as the Fomors, their powerful leader, Balor of the Evil Eye. 
When you enter Celtic Tales, you enter the turbulent struggle to save the 
tribes of Eire from Balor’s evil. Tired and broken, your people have little left to” | 
sive to the struggle. Regarded as an intruder, your task is to rebuild the land, strengthen the 
tribes and become High Ruler of Eire. Then with your trusting champions, you must seek out the 
magical Runes, some of which are locked in Balor’s grasp. Once in your possession. the Runes will 


empower your Bards and Druids with the magic needed to force the Fomor’s back to the Other World! 


Play | of 8 mythical characters from the tales, including the war goddess 

Medb and Lugh the god of Light 

Experiment with Rune magic, procure new Runes & expand your magical powers 
Recruit Bards, Druids and Warriors to assist you in your quest 

Direct your champions to develop the provinces you control 

Align the tribes to your direction in a quest to become High Ruler 


Take part in Tribal Council to learn of Balor’s movements as well 
as the status of your champions and tribes 


Carry out cattle raids on neighboring provinces and use 
them as barter for valuable items 


With its RPG style game play, you must collect the Runes 
before battling Balor 


All commands are animated throughout your turn 


1-4 players with two exciting scenarios 
Available for IBM PC. 


KOEI games are available 


in retail outlets nationwide! 
K ~ [ If you can’t find the KOEI 

product you are looking for, 
—_ _— call us at 415/348-0500 


KOEI Corporation, 1350 Bayshore Hwy, Ste. 540, Burlingame, CA 94010 ied ilies 
_ Online Support offered on 
Celtic Tales; Balor of the Evil Eye is a trademark of KOEI Corporation. IBM is a trademark of International Business Machines Corporation. é ; es ae a 
Celtic Tales; Balor of the Evil Eye has not yet been rated by the E.S.R.B. CompuServe: GO VIDPUB, Sect. 4 
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Entertainment Expo in Los 

Angeles, CA was the gaming indus- 
try’s first chance to shine on its own, 
without the presence of the balance of 
the world of home electronic entertain- 
ment. The show was a resounding suc- 
cess and the clear message coming out 
of E-5 was that game publishers were 
going to be pinning their income hopes, 
primarily, to three hardware platforms 
in 1995-96. The big winners, in terms 
of the quantity and quality of the games 
on display at the show, were PC/CD-ROM, 
Sony’s PlayStation and Sega’s Saturn. 
Sega shocked the gaming world, and 
caught their freshman contender with 
its guard down, by shipping the US ver- 
sion of the Saturn during the show. 
Although only available at Electronics 
Boutique, Babbage’s, Software, etc. and 


dk he recently concluded Electronic 


Virgin e« PC/CD-ROM 
Heart of Darkness 


Toys R Us, Sega sent a clear message to 


its would-be contenders that they were 
serious about retaining market share. 
The Saturn is now on-sale between $399 
and $449 at these locations. 

Sony countered by announcing (the 
next day) that the PlayStation would 
retail for $299, a Herculean feat when 
you consider that retailers will be pay- 
ing approximately $330 for the unit 


right 1992-1995 by AMAZING STUDIO 


Virgin « PC/CD-ROM Heart of Darkness 


when it ships this September! This def- 
initely falls into the category of “how do 
they do that?”...we certainly don’t have 
a clue...new math, maybe? 

The PC entertainment world con- 
tinued to explode and show dramatic 
growth, both in the type of games com- 
ing to market and the quality of the inter- 
active experience that these new titles 
were offering. In comparison to the topsy- 
turvy world of console CD entertainment, 
the PC gaming world seems positively 
tame. Bullfrog, Interplay, Electronic Arts, 
Virgin, Captron, LucasArts, Origin, 
Psygnosis and other, smaller publishers 
were showing some of the most incred- 
ible games that we have come across. 

Think “Ridge Racer” is the most phe- 
nomenal racing game you have ever 
seen? Check out “Screamer” on PC/CD- 
ROM by Virgin...its Pentium-only world 
just flies past the one found in RR. 
“Indestructibles”, by Bullfrog for PC/CD- 
ROM produces a virtual world that expe- 
riences light and dark, inside and outside 
environments and even traffic jams! 
In Apogee’s “Duke Nuke ‘em 3D”, you 
move through a real-time virtual world 
so detailed that you can even jump on 
the subway and take it to another part 
of town. EA’s “Fade to Black” takes the 
now classic game “Flashback” and throws 
Conrad into a first person, texture 
mapped environment. Finally, Virgin’s 
“Heart of Darkness” dares to go where 
no PC game has gone before...straight 
into the 10284 x 768 world of SGI ren- 
dered graphics...this is one game to watch 
out for...it could be the PC industry’s 
next great thing. 

We are VERY excited about PC gam- 
ing’s future. You are going to see some 
terrific things in the pages of D-3 over 
the next six months and we feel privi- 
leged to have the responsibility...so lit- 
tle time, so many games... 
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Introducing Savage Warriors - More Realistic, More Interactive 
dnd More Deadly Tian Any Other PC Fighting, Game 


6A The Ist Fightin Game Specificall Kempe With Mortal Kombat IT” and You Il Buy Savage Warriors 
cil ‘ 8 y | Feature os “MKIL- Warriors ] 
Designed For The PC CD-ROM | Weapons (standard) No Yes | 
Or . . : + as Movable perspective No Yes | 
= 3D Bio Motion Gives Characters Arcade Fluidity | |. Metand No Yes. | 
69 11 Warriors In Full 3-D With Weapons Replay mode No Yes | 


J J 3 
© CD Quality Music Tracks a 


6° Realtime Shadows, Interactive Backgrounds Savage 
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MINDSCAPE MOTI 


© 1995 Mindscape, Inc. All rights reserved. Mindscape is a registered trademark and its logo. Savage Warriors. and 3D Bio Motion are trademarks of Mindscape. Inc. All other product names are trademarks or registered trademarks of their respective holders and are hereby acknowledged. 


Mindscape was founded in 1980. 
One of its first titles, “Mavis 
Beacon Teaches typing!” soared to 
the top of sales charts, and remains 
there today as the best-selling, skill- 
based learning program, with over 
four million copies put into cir- 
culation since its release in 1986. 
In 1986, Mindscape was acquired 
by Software Country, creating The 
Software Toolworks, Inc. : 

In March of 1994, the company 
was acquired by Pearson plc, a 
London-based international media 
group, and the company was sub- 
sequently renamed Mindscape. In 
turn, the company acquired 
Strategic Simulations, Inc. of 
Sunnyvale, CA. Mindscape is head- 
quartered in Novato, CA and had 
revenues of over $120 million in 
fiscal “94. Other well-known titles 
from Mindscape include the 
“Chessmaster” series, “Dragon 
Lore’, “Megarace” and “Aliens”. 
Mindscape is making its presence 
known in both the PC/CD-ROM 
world and that of the Sony 
PlayStation with a number of new 


and 4th quarters of this year. 
Although not strictly known for 
entertainment product, they look 
m to have an outstanding selection of 
titles for these two platforms. 


titles to be released during the 3rd — 


eee 


Publisher: | 


6G Leveroni Court, E Novate: CA 94949 


415-883-3000 
Developer: 


- ATREID CONCEPT 


Design team: 


Was Wloch: Lead Programmer 


|) Frederic Menne: 2D Lead Artist 
| Jocelyn Charmet: 3D Artist 
Jeab Nucgek Ringuet: 3D Artist 


] Thierry Robin: eee. 5 


VIRTUA FIGHTING...PC STYLE! 


MINOSCAPE'S SAVAGE WARRIORS THROWS THE KNOCK-OUT PUNCH. by Gregory Off 


A few years back, if you wanted to play a 
good competitive fighting game, the PC would 
be the last place you’d look. History shows us 
that PC games have generally skewed to an 
older demographic and, for this rea- 
son, the powers that be have basi- 
cally left this fun and addicting 
genre to home consoles and 


Fighter IT Turbo and Mortal Kombat II. Both of 
these games are nearly pixel-for-pixel conver- 
sions of their arcade counterparts and have helped 
lead the way for a new trend in the PC mar- 
ket. With this in mind, Mindscape has 
their own fighter stepping into the 
ring: “Savage Warriors”. 
Savage Warriors is a 


arcades. Thankfully, times 
are changing rapidly, and late- 
ly there has been a tremendous 
influx of new and exciting games that 
you wouldn’t expect to see on this plat- 
form. In fact, if you just look at our first and sec- 
ond issues, you will see reviews of both Street 


one-on-one fighter in the 
same vein as Street Fighter 
It and Mortal Kombat, but 
incorporates some outstanding ele- 
ments that are not found in either of these 
two titles. The first thing you will probably notice 
about this game is the realism of the characters. 


om 
: ‘3\ © COVER STORY 
The programmers at Atried wanted to deliver a y i JES. ' ry 
realistic fighting experience with true three | — 
dimensional fighters that could be viewed at any 
angle. They could have chosen the polygon route 
like Sega’s Virtua Fighters or GTE’s FX Fighter, 
but instead, they decided to approach the 3D 
challenge from a totally different perspective. 
This was achieved with “3D Bio Motion’’. This 
revolutionary technology allows the creation of 
3D characters with an almost infinite number of 
realistic animations. Each fighter starts out com- 
prised as a series of dots. These dots are then 
connected together to create all of the moving 
parts of the body, which in turn are linked togeth- 
er once more to produce the full character. Once 
achieved, this “virtual” model is handled by the 
computer which calculates all his or her actions 
in real time. Each character has 1,600 designed 
animations and up to 2,000 calculated ones with 
the end result being virtually seamless anima- 
tion and really quite convincing to watch. 
Unfortunately, the story doesn’t score too 
many points for originality; it’s one we’ve all 
heard before. It seems there was this one par- 
ticular warrior who could control the force behind 
life and death and creation and destruction. This 
warrior harnessed this power and made himself 
invincible to all. In his time, he ruled the world 
through war and destruction and became known 
as the Master. When he reached the pinnacle 
of his glory, he wanted more. His incessant lust 
for more power moved him closer to the source 
and made him invisible to the world of men. 
Consumed by this energy, he could no longer 
control himself and, in doing so, went mad and 
withdrew himself to a deserted island. After many 
centuries of living the life of the damned, he now 
wants to know who is the supreme warrior that 
will be able to dominate this Warrior Force. Alone 
on his island, he has decided to gather the best 
fighters in history, using his magic powers, tak- 
ing them from their own time. There will be a 
tournament to the death, and the remaining cham- 
pion, the True Warrior, will be the only person 
able to challenge his own omnipotence... 
Fortunately for us, the story is just window dress- 


tom. 
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The Hint Box 


CHEATS! 


In the general menu (1 player game, 2 play- 
er game, options, etc...), you just have to 
type “CHEAT”, and a special menu entitiled 
“SECRET WAY” appears on the menu page. 
Just choose this and type as many cheat 
codes as you like. After that, put them on 
the “ON" position to allow them to work. 


GARDENER Play as Tom Teck 
the Dwarf 


Play as Captain 


NUMBERONE 
Warrior 


MATE Play as Pamela 
DUNK Play as Scott 
ELEVENTH Play as The Boss 
EVILDEATH Gore Mode 
CIRCUS Play in the Arena 
RESURECTION Continue one time 


EASYSPECIALMOVES Just like it says! 


a 


ing to what is an incredibly addicting and fun 
game to play. 

Savage Warriors is set up like most fighting 
games. There are a total of ten different, 
chooseable characters when challenging the com- 
puter with another five “hidden” characters made 
possible through cheat codes - including the last 
boss. You can choose to play against a friend or 
challenge the computer and work your way up 
through the ranks to eventually do battle with the 
Master himself. Each character has his or her own 
different style of combat and secret techniques; 
plus they all have different physical character- 
istics and attributes which affect how they act 
when fighting. There is a wide variety of Warriors 
to choose from, like Zia, who at an early age was 
orphaned and taken in by the monks of a Shaolin 
Temple. She was taught the secrets of Kung Fu 
Wushu and became the best fighter of her era. Or 
Carceres, who was born in 169 BC and captured 
by the Roman Army during the Punic Wars. 
Through his imprisonment, he was selected for 
the arena and became an invincible gladiator. My 
favorite character, though, is Ghor. Ghor is an 
alien who looks suspiciously like the Predator. 
He has the ability to blend with his environment, 
becoming practically invisible to his enemies, 
and, when antagonized, can spit some pretty nasty 
venom. 

Controlling your character is a simple task. 
If you’ ve ever played any of the more popular 
fighting games you'll be quite familiar with 
Savage Warrior’s controls. Besides the standard 
kick and punch, each character has his or her own 
special moves which are easily executed with dif- 
ferent pad and button combinations. In addition, 
each character has their own signature finishing 
move which seems to be the standard nowadays. 
Some fighters also have weapons which can inflict 
more serious damage than just plain fists alone. 
Although these weapons can be knocked out of 
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your character’s hand and, once dropped, good 
luck at getting it back. 

Each of the eleven backgrounds are beau- 
tifully rendered and animated. There are a total 
of four separate views you can play from - any 
of which can be chosen at any point in the game. 
There are two basic views - one from the hori- 
zon, which is the default, and one looking down 
from above the characters. Both of these views 
are available in VGA mode which gives you a 
partial perspective of the playing field, or in beau- 
tiful high resolution SVGA graphics, for a pulled 
back look at the whole field. All of these views 
are completely switchable during gameplay by 
toggling the Home, End, Page Up, and Page Down 
keys. At the end of each match, you are treated 
to an instant replay of the last few seconds of your 
fight via a 3D mode with a roaming camera (sim- 
ilar to Toshinden on the PlayStation). You can 
actually play in this mode during a two-player 
match with a special cheat (see the “The Hint 
Box” on the previous page to learn how). 

This article wouldn’t be a complete review 
without mentioning the music. The CD ROM 
version (reviewed here) has a hard-metal sound- 
track to accompany the “aggressive” gameplay. 
It’s actually very good and guaranteed, you'll be 
headbanging while you’re banging heads (sorry, 
I couldn’t resist). 

Mindscape and Atried Concept have come 
up with an incredible fighting game for the PC. 
The game plays like a dream and has that elusive 
quality that most companies would die for. Savage 
Warriors easily competes with the big boys like 
SFII and MKII and actually surpasses them in 
some areas with superior graphics and animation. 
Having played all of these titles and more, 

I can heartily rec- 
ommend 
Savage 
Warriors. 


Mindscape and Atried have come up with an 
incredible fighting game for the PC. The game 
plays like a dream and has that elusive quality that 
most companies would die for. Warriors easily com- 
petes with the big boys like SFIJ and MKII and sur- 
passes them in some areas with superior graphics 
and animation. Having played all of these titles and 
more, I heartily recommend Savage Warriors. 


Publisher: 


ELECTRONIC ARTS 


1450 Fashion Island Blvd. San Mateo CA 94404 
415-571-7171 


Developer: 


Pioneer Productions 


Design team: 
Brad Gour: Lead Programmer 
Markus Tessmann: Lead Artist 
Sheila Allen: Track Modeling 
Alistair Hirst: Lead Audio 
Don Mattrick: Executive Producer 
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AN EXCLUSIVE ALPHA LOOK AT EAS “NEED FOR SPEED”. by David Jon Winding 


Just before we left for E3, Electronic 
Arts gave us a pre-alpha look (and play) 
at ““Road and Track Presents the Need for 
Speed”. Even though the game is probably 
two or three months away from completion, 
what we have seen is extremely impressive 
and we believe that this racing title is going 
to be one of the strongest games of ‘95. 

Need for Speed has you racing one-on- 
one against a computer Opponent, or over 
the network and modem play. You can race 
in and against a number of exotic sports cars, 
including a Diablo VT, Ferrari 512TR, 
Porsche 911, Acura NSX, Mazda RX-7, 
Dodge Viper RT/10, Corvette ZR-1 and 
Toyota’s Supra Turbo. The game is a straight 
ahead time trial over city, mountain and 
coastal courses, and also includes three race 
circuits. There are three sections in each 
of the courses, each getting progressively 
more difficult. 

What really grabbed us about Need for 
Speed, at this early stage of design, is the 
graphics. The 3D engine employed in NFS 


AcuURA NSX 
ery OPPONENT 
* 


DRIVE? i ot Rone 


is absolutely brilliant and without peer (for 
the moment at least). The game moves a 
great amount of polygons over the play envi- 
ronment at a good frame rate. The sense 
of speed present in the game is insane with 
vistas that seem to go on forever and allow 
you to see a mile down the road in scale. 
Your competition and other vehicles on the 
road are rendered realistically and the game 
achieves what has historically been the most 
difficult thing for driving games to simu- 


late-the sense of lateral movement present 
when driving a vehicle at high speeds. 
Although not designed to be a simula- 
tion, this game gives a much more realis- 
tic “feel” of driving than anything I have 
played, including “NASCAR Racing”’. (I 
can hear the racing sim. freaks now...“‘If I 
can’t pull the lug nuts off, then it ain’t no 
simulation.’’) I dare them not to have a blast 
playing this game. In addition, if you hap- 
pen to have 16 meg of RAM, you are in for 
a real treat, as the game has a 640x480 mode 
built-in (the shots you see before you were 
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captured in this mode). If you have a 386 or 
486 based machine, EA has you covered 
there as well, with detailed levels and win- 
dows that can be customized. 

The editorial staff loved this game on 
3DO, and the PC/CD-ROM version is even 
more impressive, as difficult as that may be 
to believe for those of us that have played 
the stellar 3DO game. I can’t wait to get 
an update on Need for Speed. The game is 
currently scheduled for release in September 
and we will keep you posted as we get more 
complete versions of the game and should 
have a review of Need for Speed in our 
August issue. 


30 © PC REVOLUTION 


Publisher: 


DOMARK/SPECTRUM HOLOBYTE 


1900 S. Norfolk St., Ste 110, San Mateo, CA 94403 | 
415-513-8929 : 


Developer: 


BIG RED SOFTWARE 


Design team: 


Jon Cartwright: Chief Programmer 
Lyndon Homewood: Chief Programmer 
Robert Williams: 3D Landscapes 

Mark Neesam: 3D Modeling 
Gez Gourley: Music & sound 


ee Wan Ve eas 


ROLLIN’-ROLLIN’-ROLLIN.... 


These days anyone who’s starving for a lit- 
tle simulated military combat can have their hands 
full with a plethora of choices, from taking to the 
skies with award-winning titles like “F-16 Falcon” 
and “Comanche Overkill” to skimming the high 
seas, with such classics as “Harpoon” and “Wolf 
Pack”’. Tank simulations, though, have been pret- 
ty scarce...up until now, that is. Domark Software 
has an action-packed, modern warfare tank sim 
adequately titled, ““Tank Commander”. The first 
thing you should note, the word “‘simulation”’ is 
used very loosely in this sense. Although the game 
has all of the trappings necessary for a great sim- 
ulation, Tank Commander relies heavily on arcade 
action and, believe me, there’s plenty of it. 

In Tank Commander, you can choose from 
some of the most impressive and deadly machin- 
ery around, including the T-74, M1 Abrams, 
Leopard, and Challenger tanks - all packing some 
pretty heavy artillery. There are over 40 missions 
in which you battle against menacing foes in Third 
World, Middle East and Eastern European hot- 
spots and the missions vary in length and com- 
plexity from the general “seek and destroy” 
campaigns to more difficult reconnaissance mis- 
sions. In one of the earlier missions, a civil war 


has broken out in an Allied country under your 
government’s protection. The President of that 
country has fled to his holiday home on an island 
off the country’s coast. Rebel troops have invad- 
ed the island and are attempting to besiege his 
home in order to assassinate the President. Your 
mission is to guard the President’s holiday man- 
sion from attack and clear the island of enemy 
troops. This is just a sampling of the depth of the 
missions and the scripting of each feels like it’s 
right out of a Tom Clancy novel. 

There is a huge variety of enemies to 
encounter from the ground to air and you will be 
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testing mettle with Apache helicopters, A-10 
Warthogs, microlights, jeeps, motorbikes, and 
even submarines. The terrain you will be navi- 
gating on 1s very diversified as well, ranging from 
the frozen tundra of the Arctic Circle to the city 
streets of the Urban Jungle, all nicely 3D rendered 
and texture-mapped. Tank Commander also offers 
clean and crisp digitized sound effects, full motion 
video clips of your crewmen, light-sourced goraud 
shading, full network capability, and support for 
the Cybermaxx and Virtual IO headsets. 

All of this sounds real nice, but how is the 
gameplay? Let me just say even Stormin’ Norman 
would be proud. Controlling your tank is ultra- 
simple, using both the keyboard and joystick in 
conjunction with each other. Rotating the turret is 
done with the Del and Page Down keys while 
movement is controlled with the joystick or pad 
button. There are many different perspectives you 
can choose from on the fly, from the standard 
behind the tank scenario to any of the four dif- 
ferent crew member’s perspectives inside the tank. 
In addition, you can rotate the “camera” around 
and above your tank to get any conceivable per- 
spective you want via the mouse, including scal- 
ing in and out. 

At the start of each mission, you will be 
briefed on the objectives and any useful infor- 
mation you can take with you before going into 
battle. Some missions will require some tricky 
navigation and the best way to plot your course 
is by using the Tactical Recon screen. From here, 
you can access your recon satellite and view any 
part of the enemy terrain. For a more in-depth 
view, you can deploy a chopper to fly by the select- 
ed area for a close and personal look at what you 
can expect to encounter. One thing worth men- 
tioning is the difficulty factor. Tank Commander 
starts off easy enough, but gets progressively hard- 
er. By the second mission you will be bearing your 


teeth and shouting obscenities at the enemy and 
only the battle hardened gamers will make it 
through all 40. 

To sum things up, Domark has produced an 
excellent, action-packed tank simulation with the 
emphasis on action. The designers at Big Red 
Software have done a great job of dropping the 
player into a realistic and, more importantly, fun 
game of tank warfare. With a seemingly endless 
amount of missions to tackle and the added ben- 
efit of linking up to four players via network, Tank 
Commander will never fail 
to entertain the user. 
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To sum things up, Domark has pro- 
duced an excellent, action-packed tank sim- 


ulation with the emphasis on action. The 
designers at Big Red Software have done a 
great job of dropping the player into a real- 
istic and, more importantly, fun game of tank 
warfare. 
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LOST IN A FAMILIAR PLACE 


... BUT THIS EDEN MAY CONTAIN A FEW NEW WRINKLES. by Eric Winding 


There is only one place to hide from the 
evil that lurks outside your enclosed world, and 
you ve been hiding there your entire life. That 
place would be the great citadel at Mo, and you 
and your people have been living there in fear 
of the tyrant head dinosaur, Moorkus Rex. 
Moorkus and his army of Tyrannosaurs (called 
the Tyrann) are bent on ridding Eden of all races 
of the human and dinosaur types. Your father, 
King Gregor, 1s not optimistic of your future 
outside the citadel, and wishes that you, Prince 
Adam, stay there to live and lead the kingdom. 
However, now that you have “come of age’, you 
realize that living in fear of the Tyrann and stay- 
ing in the safe haven will only delay the certain 
death of your outside community. You will sure- 
ly be left alone once all the other races have been 
wiped out by Moorkus. You believe that in order 
to conquer the Tyrann, the cooperation of humans 
and dinosaurs can not be divided. 

Citadels must also be built to protect the 
surrounding areas-but how? How was the citadel 
at Mo built and how can others like it be con- 
structed? This is the first puzzle to be solved on 
your way to restoring peace across the land. 


Along the way, you will encounter many species 
that will try to assist you in your quest, and some 
will even join your party. Usually, a leader of 
each community will join you while the citadel 
building is under way, but will not venture fur- 
ther as they stay on to defend their new citadel. 
Your main party consists of a messenger, an 
adviser, an interpreter, and Thugg, your muscle. 
Obviously, each party member has their own 
identity and will be able to assist you 1f you call 
upon them at the appropriate time. Nothing new 
here to gamers who have toiled through this kind 
of stuff before and certainly nothing too tax- 
ing for the casual gamer. This being an adven- 
ture game, there will also be the required items 
to collect, find, give, and use during the course 
of the script. 

And so the adventure begins! Virgin and 
Cryo have developed a straight forward point 
and click adventure/role playing game that com- 
bines unique gameplay with an intriguing story 
line. Although the idea and play mechanics are 
not original, enthusiasts of this genre look to the 
story, characters, and animation for the true worth 


of a title. This is why I feel “Lost Eden” is an 
exceptional accomplishment. The story line is 
the heart and soul of the game, and will have 
you basking in each twist of the plot, as well 
as hanging on to each word in every conversa- 
tion. What makes the characters so believable is 
the tone in their voices. Cryo must have care- 
fully picked the voices for each character, because 
the sincerity and realism that comes through does 
not happen by chance or coincidence. I think 
most of us have played the game where the char- 
acter has the voice of tenor, while retaining the 
figure of “Olive Oyl”. No such problems here! 
Each voice blends in perfectly and succinctly 
with each individual character. Lastly, the 3D 
rendering of the dinosaurs is beyond anything 
I have come across. Sure, the actual flow of 
the game is like “Myst”, but the character move- 
ment is fluid and precise...no “chunk, chunk” or 
abstractions taking place in Lost Eden. 

Wow, I’ve made it this far in the review and 
haven’t even mentioned the tunes. If the stream 
of consciousness essay above doesn’t convince 
you of the game’s excellence, then the fact that 
it took this long to bring-up a fantastic musical 
score should. Usually, if a title has cool sounds, 
I bring it up right away, as it sets the MOOD for 
the gaming experience. Lost Eden is no excep- 
tion. Stephane Picg gets mega-kudos for his 
musical accomplishments. Every selection lends 
to the on-screen action as it may signal a con- 
frontation or journey. The main song, howev- 
er, played while traversing through the citadel 
at Mo, is a piece of musical artistry. Although 
only 2:18 in length, I have listened to it for twen- 
ty to thirty minutes at a time (on numerous occa- 
sions) and have yet to become tired of, or imitated = pave played this type of game before, they cer- 
by, it. The song Is a sort of Cocteau Twins/Human tainly got their dollar’s worth with the purchase 
League mix with lead vocals by a Freddy og] oct Eden. 


Mercury sounding guy. The overall feel is very 
European, which shouldn’t be a surprise since 
Cryo is acompany of French ancestry. No mat- 
ter how many times you hear the songs, you will 
walk away thinking and believing that Stephane 
has done a remarkable job creating the “‘acoustic 
personality” for Lost Eden. 

For a straight-shooting, point-and-click, 
adventure/role playing game, Lost Eden does 
all the right things. The controls are defined sim- 
ply, and the interface works smoothly and direct- 
ly. The story line is well executed and portrayed 
thoughtfully, although it may force you to remain 
linear with little or no deviations. The animation 
and cinematography are first rate, with the 3D 
and depth being nothing if not stunning. 
Graphically, the color and detail leave little to 
the imagination, with everything you need to see 
being painted right in front of you. For first-time 
gamers in this genre, the game will come off 
as spectacular. For avid gamers of this type, they 
will leave with the feeling that, although they 


For a straight-shooting, point-and-click, 
adventure/role playing game, Lost Eden does 
all the right things... For first-time gamers in 
this genre, the game will come off as spectac- 
ular. For avid gamers of this type, they will leave 
with the feeling that, although they have played 
this type of game before, they certainly got their 
dollar’s worth with the purchase of Lost Eden. 
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I have just spent the last six hours of my 
life “playing” and beating (I think!) “Gadget”, 
Synergy, Inc.’s new interactive adventure. Many 
in the media have compared Gadget to 
Broderbund’s “Myst”...1 won't. Where Myst 
was essentially a puzzle solving game, Gadget 
is really not a game at all...it is a mystery book 
with pictures and a mouse interface. You real- 
ly can’t die and any decision that you make in 
the game 1s, for all intent and purposes, pre- 
ordained. The program won’t allow you to make 
it past a particular scene or area of the game 
unless you have accomplished the required tasks 
in the area that you are in. There are no dire cir- 
cumstances for you in making the wrong deci- 
sion. You are simply the mouse jockey, 
effectively turning the pages of this novel with 
the click of a mouse button. That is not to say 
that the story is not worth the effort... 

You find yourself in a hotel room, alone, 
with nothing but your suitcase, a room key and 
a journal that simply says “8:00, West End Hotel, 
Slowslop”. From that point, it is up to you to 
find out what the heck 1s going on in this strange 


THE HORSELOVER EXPRESS! 


RIDE THE RAILS IN SYNERGY'S “GADGET”. by David Jon Winding 
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Lhe comet is closing in, the apocalypee draws near 


You've simply got to cooperate with us 
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world. The essence of the experience is that you 
ride the rails and investigate train stations, and 
the areas immediately surrounding them, talk- 
ing to people, assessing the goings-on and accom- 
plishing the key tasks to get you to the next 
station or area. With all apologies in advance to 
the people at Synergy, I will attempt to do jus- 
tice to the story as it unfolds. 

In making contact with “Slowslop”, you 
embark on an adventure that has you seeking 
out “Horselover” (don’t ask me how he got the 
name...I have no interest in knowing or think- 


Horselover's building a «mall spaceship called the Ark 
He's doing it tn save the human race 


ing about it!), who is either (depending on who 
you believe) a mad scientist bent on the destruc- 
tion of the planet, or the savior of civilization. 
He is attempting to build an ark to allow human- 
kind to escape the apocalypse that will ensue 
after a comet comes crashing to earth. There are 
those that follow him and those that believe he 
and his group of six scientists are trying to destroy 
the human race, not save it. Are you the key to 
our survival, or the instrument of our certain 
destruction? Only time will tell...actually, about 
five hours worth. This is how long the adven- 
ture lasts and, more than likely, what your pur- 
chasing decision will depend upon. 

For me, it is not so much the question of 
whether or not Gadget is well-done or inter- 
esting...it is both. Although, there are some rough 
edges with regard to sound cards and the lack of 
voice-overs, the product is well executed and, 
overall, a quality package. The real issue is that 
of price point. At about fifty bucks, Gadget puts 
a real demand on the pocketbook. It amounts to 
about 10 bucks an hour, with little to no replay 
value. This is a little steep for me...the average 
hardback goes for about 20 bucks and the enter- 
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tainment value will last far beyond the time you 
spend in front of your monitor playing (read- 
ing?) Gadget. 

Another item worth mentioning is the 3D 
Studio artwork found in Gadget...it is beautiful. 
The Art Deco, man vs. machine motif used in 
the game, is absolutely gorgeous, and more than 
a little reminiscent of Fritz Lang’s classic silent 
film, “Metropolis”. I found myself being drawn 
deeper and deeper into the story, even though I 
was, at times, confused and, quite frankly, had 
no idea what happened at the end of the game. 
Did I win? I don’t think so...At one point, I had 
left the game do get some other work done in 
the office, and I found myself thinking about 
Gadget and wanting to get back to it. Of course, 
I got the game for free. There is no question that 
Gadget offers quality entertainment, it’s just a 
question of how much for how much. 

The individual player will have to be the 


judge on pay vs. play. Synergy certainly has 


delivered a quality product. It is not all-con- 
suming as Myst or even “The Journeyman 
Project’, but it is a unique, engrossing story that 
should find a good 

following 

among PC/CD- 

ROM owners. 
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The individual player will have to be the 
judge on pay vs. play. Synergy certainly has 
delivered a quality product. It is not all-con- 
suming as Myst or even “The Journeyman 
Project’, but it is a unique, engrossing story 
that should find a good following among 


PC/CD-ROM owners. 
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MAKE A WISH... 


AND VIRGIN JUST MIGHT GRANT IT! by Gregory Off 


Action/Platform games are definitely not the 
standard in the PC arena. With a few exceptions, 
these arcade-style games generally have not 
appealed to the typical PC gamer and have been 
left to the home console systems such as the Sega 
Genesis and Super Nintendo. With the retail prices 
of personal computers dropping to the point where 
they are now becoming a mass-market item and, 
consequently, the average age of the PC gamer 
following suit, simpler, arcade-style action titles 
are becoming somewhat of a trend. Take for exam- 
ple, the upcoming releases of Sony Imagesoft’s 
“Mickey Mania’, Accolade’s “Bubsy ‘95”, and 
Activision’s “Earth Worm Jim” and “Pitfall: the 
Mayan Adventures”’. All are scheduled for release 
by the end of this summer and each one of these 
titles is essentially your straight-forward, run-and- 


jump-style game that is basic in concept, but 


extremely fun to play. Along these lines comes 
a unique effort by Virgin Games in the UK. They 
have taken their most popular Genesis and SNES 
Action/Platform titles such as “Aladdin”, “Lion 
King’, and “Cool Spot” and have converted them 
onto the PC platform. The primary focus of this 
article has to do with their first release: Aladdin. 
Aladdin is based on the mega-successful ani- 


mated Disney movie of the same name and loose- 
ly follows the same storyline. As Aladdin, you 
must stop the evil wizard Jafar from marrying 
your true love, princess Jasmine, and taking over 
the kingdom as the new Sultan. This is no easy 
task as there are many enemies, pitfalls and haz- 
ards set up to hinder your progress and keep you 
from reaching your ultimate goal. 

With its strong play mechanics, Aladdin 1s 
a breeze to play and really appeals to gamers of 
all ages. The basic concept of the game is to 
progress through each level without losing too 
many lives and ultimately fight the “boss” that 


ae = 3 


awaits you at the end of each stage. The con- 
trols are simple, you can run, duck, jump, climb, 
wield a sword, and chuck apples - all easily exe- 
cuted with the use of a joystick or gamepad. There 
are two joystick options to choose from. With the 
first option, you have to toggle between using your 
sword and throwing apples with the spacebar. 
The second, allows you to have both weapons 
available via buttons, but jumping is now done 
by pushing up on the controller. I found the first 
option to be the easier of the two. 

Your adventure takes you from the city streets 
and rooftops of Agrabah, through the palace dun- 
geons, into the Cave of Wonders and, ultimate- 
ly, the lair of Jafar. In each level, there are numerous 
items to be collected to help you in your quest. 
Besides the standard one-ups, which are care- 
fully placed in hard to reach areas, there are jew- 
els, wishes, bonus rounds, and health icons. The 
jewels you accumulate can be used to purchase 
more lives and wishes from the local street ven- 
dor. You’ll encounter him every so often some- 
where in the level, and lives are the most important 
item you should stockpile. Wishes are utilized 
between each level via bonus rounds. Here you 


will get a chance at increasing your amount of 


lives, jewels, and apples. 

Where Aladdin really shines is in the graph- 
ics and music departments. Each level gleams 
with vibrant cartoonish colors and all of the game’s 
backgrounds and characters are taken directly 
from the movie. In fact, if you look closely in each 
level, you will find numerous Disney “touch- 
es’, like a clothesline with hanging Mickey ears, 
and the dog with the cell key in its mouth from 
the Pirates of the Caribbean ride. What’s also note- 
worthy is the animation. The frame rate on the 
characters is so seamless, you will swear you 
are controlling an actual cartoon character rather 
than a graphic sprite. The music is additionally 
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amazing with almost every popular song inte- 
grated into its corresponding level and, more than 
once, I found myself humming to the tunes while 
I was playing. (Be sure to let the title screen run 
as the programmers have taken the actual theme 
song “A Whole New World” and included some 
of the digitized lyrics. 

Sadly, having been developed in the UK, 
Virgin USA, at this point, has decided not to release 
this great title for the American market. Why 
are we reviewing Aladdin, let alone covering it 
then? Well, if you like what you see on these pages, 
have played the somewhat comparable Genesis 
version, or have sampled the demo available on 
the Internet and want to be able to play the whole 
version on your PC, than we recommend you call 
Virgin and let them know. With enough consumer 
support, these outstanding titles will find a home 
on the retail shelves in the American marketplace. 

I'd like to commend Virgin UK for convert- 
ing Aladdin onto the personal computer platform. 
It’s certainly nice to see a simple, yet highly 
playable game, that doesn’t have six trillion options 
or a spiffy 3D engine to hype it up. Aladdin is pure 
fun, plain and simple and with enough support, 


just might make its way 


Over to our 
shores. 
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I'd like to commend Virgin UK for convert- 
ing Aladdin onto the personal computer plat- 


form. It’s certainly nice to see a simple, yet highly 
playable game, that doesn’t have six trillion options 
or a spiffy 3D engine to hype it up. Aladdin is 
pure fun, plain and simple and with enough sup- 
port, just might make its way over to our shores. 


TOYS FOR TOTS! 


IT’S LIKE A “G" RATED “TOTAL CARNAGE"! By Tim Lindquist 


Ahh, finally I get to show you the 
whole game and review it. In May, we 
showed you a sneak peek of the first 
level. The preview we did (in June) 
included five great shots of the later lev- 
els. So now I think we’ve kept you wait- 
ing long enough and it’s time for the 
full-fledged review. 

Power Pete is a dainty game, obvi- 
ously aimed at the 8-15 year old audi- 
ence, as all the violence is candy coated. 
Your weapons include toothpaste, gum- 
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balls, cakes, rubber darts, etc., and your 
enemies range from rampaging teddies 
to wind-up witches. I can only describe 
the main character as “Power Pete” 
[inside joke :)]. He’s a chunky sort of 
super-hero/toy action figure with a big 
cleft in his chin, looking very much like 
a distant relative of Dudley Do-right. 
He’s like a Canadian Mountie with a 
twist - he always gets his bunny, dish- 
ing out witty remarks like “Eat My Dust’ 
along the way. The gameplay is 1n the 
ever-popular overhead view first pop- 
ularized by the classic arcade game 
Robotron, where you can rotate and fire 
in eight different directions. 

There’s been a revolt in Toyland; 
the dolls aren’t going to take it any more. 
You’re outselling them ten to one and 
besides, nobody likes a goody two shoes. 
The toys, lacking a strong union leader, 
decide to take matters into their own 
hands. In the resulting mayhem, bun- 
nies are scattered willy-nilly through- 
out your world and have become 
hopelessly lost. Always the hero, you’ ve 
taken on the task of rounding up all the 
rabbit rascals. 

You begin in the Prehistoric Plaza, 
where your only desire is to rescue all 
the bunnies in the level and move on to 
the next. Here you’ll be hindered by dis- 
tant ancestors of Yogi the Bear and cute 
colored dinos. Then it’s on to the Candy 
Cane Lane, where your only desire is to 
rescue all the bunnies in the level and 
move on to the next. Here you’ ll be hin- 
dered by gummie bears and gingerbread 
men. Then it’s on to the Fairy Tail Trail, 


Dave Triplett: Art/Level Design 
Eugene Koh: Music : 


Peter Greenstone: Orig. Char. 


1444 wats 


where your only desire is to rescue all 
the bunnies in the level and move on to 
the next. Here you’ ll be hindered by big 
bad wolves and jolly-brown giants. Then 
it’s on to the Magic Fun house, where 
your only desire is to rescue all the bun- 
nies in the level and move on to the next. 
Here you’ll be hindered by maniacal 
clowns and badass bunnies. Finally it’s 
on to the Bargain Bin, where your only 
desire is to rescue all the bunnies in the 
level and be done with the game. Here 
you ll be hindered by ruthless robots 
and hyper fire hydrants. ‘Then the game 
is Over and you are treated to a “con- 
gratulations”’ screen. 

Most games on the Mac have a cer- 
tain “computerish” feel. This one feels 
more like a console game. Response to 
the controller is quick, the screen redraw 
is instant, and the characters are large 
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and detailed. Also, many recent releases have 
been exact translations of games that exist on 
one or more other platforms. While that’s 
great for people who only own a Macintosh, 
there’s a lot of people who own more than 
one games-capable system and crave some- 
an thing fresh, and Power Pete is a new charac- 
BCR Ls fa : Nase ae ter we haven’t seen before. However, even 
Brertees eee §with all of this, Power Pete seems to be more 
or less glorified shareware. Although the face 
is new, the style of game is all too familiar. 
The reason behind the fairly good rating score 
is that arcade style games of this kind on 
the Mac are as rare as chicken teeth, and I'd 
hate to discourage people from making more 
such games. As it is, if it were 
shareware, I would send in 

the fee. I’m sure that 

MacPlay realizes this and 

will price it accordingly. 
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Power Pete seems to be more or less glo- 
rified shareware. Although the face is new, 
the style of game is all too familiar... arcade 
style games of this kind on the Mac are as rare 
as chicken teeth, and I’d hate to discourage 
people from making more such games. As it 
is, if it were shareware, I would send in the 
ree, 


Rin, poor guy, lost his soul. But what 
a trip trying to reclaim it. After he seeks 
counsel for this dilemma, Rin gets a tem- 
porary soul and decides to head (no pun 
intended) for Tong Nou where he thinks he 
can get his original soul back. During his 
journey, he travels through five different 
worlds and is reincarnated nine times. 

Oh, did I mention that this Tong Nou 
is an island in the shape of a human head? 
Well, get over that, because it gets stranger. 
In order to get anywhere, you, as Rin, have 
to enter into any one of several parts of it’s 
face. Really, that’s how you get to the dif- 
ferent worlds. Then, you have to create your 
new self from the eyes, nose and mouth 
pieces hanging on the tree of life. This pro- 
cedure transforms you, gives you a new 
name, and sends you on a mission. If you 
successfully fulfill the mission assigned, 
you acquire that character’s nameplate. 
These nameplates are very important as they 
are the key to unlocking the seal at Central 
Mountain and reclaiming Rin’s lost soul. 
One of the several unique features of this 
game, unlike most others, is that you must 
die in order to move forward and progress. 
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GET OUTTA MY FACE! 


BUT WHY CAN'T WE GO UP THE GREEN GUY'S NOSE? by Catherine Lindquist 
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You die and move on, die and move on. 

The sights and sound of this game are 
definitely unique. The sound is distinctly of 
an eastern flavor. The music is pleasant 
enough the first time through, but the more 
time you have to spend in one place, the 
more it annoys you. The repetition is haunt- 
ing. The graphics throughout the lands or 
worlds one must travel through are original 
and bizarre. That’s a good thing. The char- 
acters are easily noticeable and quite dif- 
ferent, albeit odd looking, although I suspect 
that may be part of their charm. Charming 
in the Mr. Potato Head sense of the word. 

The worlds one must travel through to 
collect various items and complete missions 
are as follows: Land of Desire, Land of 
Dreaming, Land of Time, Land of Life, and 
Central Mountain. As I said, each of these 
places are nice to visit but I didn’t want to 
live there. 

The book of Tong Nou, which can also 
be found on the face, excuse me, island, is 
supposed to lend insight into the ways and 
means of your journeys. The good book out- 
lines myths and maps; has creature profiles; 
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explains goods and their effects, and outlines 
the prophecy of each land. At the very end 
of the book, there are a few pages with things 
called clues on them. I never figured these out. 
There were a lot of parts to this game that I 
probably never figured out. I must admit that 
I acquired things here and there sometimes 
without knowing how I got them. 

Talk about multiple personality disor- 
der... along the way you transform yourself at 
least nine times, acquire goods along the way 
to aid you in your task, and travel to five dif- 
ferent and far away places in hopes of accom- 
plishing your mission. 

Lost Souls is an appropriate name for this 
adventure because I may have lost mine in 
playing it. It can be very frustrating at times. 
“Just let me find my way out of here and Ill 
never stay up all night playing games again” 
you may promise your maker. You meander 
through the lands, and just when you think 
you re getting somewhere, all hope is lost. 
You find yourself going around in circles. 

They say there is a fine line between 
genius and insanity, and I think this game walks 
the line. I found myself wanting to keep on 
playing this game, as frustrating as it was, only 
because | didn’t want it to get the better of me. 

If you have patience, logic and stick- 
toitiveness, this is a game for you. If you have 
trouble sitting in your chair and are looking 
for something to jump off the screen 
with car chases or gun-toting 
zombies, you should look 
elsewhere. 


They say there is a fine line between genius 
and insanity, and I think this game walks the 
line... If you have patience, logic and stick- 
toitiveness, this is a game for you. If you have 
trouble sitting in your chair and are looking for 
something to jump off the screen with car chas- 
es or gun-toting zombies, you should look 
elsewhere. 


IF YOU'RE THINKING OF TAKING A BATH. 


WHY NOT TAKE A BLOOD BATH? by Tim Lindquist 


Welcome to Blood Bath. Created by the 
new startup company, Underworld, Blood 
Bath is a fast paced shoot “em-up similar 
in gameplay to titles such as “Lethal 
Enforcers” and “Mad Dog McCree”’. What 
sets this one apart from the rest is the ultra- 
smooth animation during gameplay. Most 
games of this kind animate so slowly and so 
jerky, it’s almost impossible to play them, 
much less have fun. This 1s not the case with 
Blood Bath. Everything is smooth and fluid, 
enabling you to concentrate on blasting the 
enemies instead of waiting for the next few 
frames of video to load to see if you hit your 
target or not. 

Blood Bath 1s available from 
Underworld by direct order only, with both 
a floppy and CD version. The CD version 
includes more digitized speech and some 
cinema-type animation between levels. 

The storyline is a simple one, which 
iS just fine with me. Your job is to hunt down 
the endless hordes of escaped convicts that 
were freed in a prison bus accident and are 
now running amok in the area known as “Red 
Falls”. As far as ’'m concerned, if the game- 
play is great, I don’t even need to know what 
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the story behind the game is. The game is 
played by aiming a crosshair and shooting 
with your Mouse. You reload your weapon 
by shooting at the bottom of the screen.When 
you begin your game you are armed with a 
pistol and, as the game progresses, you pick 
up three additional weapons including an 
uzi, an M-16, and a shotgun. You can select 
your weapons by hitting the 1-4 keys on the 


The Hint Box 
TIPS & STRATEGIES 


#» When using the pistol, sometimes it's best 
to re-load after every kill. 

» Save the game whenever you have a 
chance. 

# Learn where the power-ups are when start- 
ing a new level. Even if you get shot, you 
can remember where they are for next time. 


» Some power-up spots will send you to secret 
levels (which are loaded with power-ups!). 

=" Try playing the game on the easy setting. 

" Try shooting some of the bosses in the head. 


CHEAT CODES 


BADASS Type this in during gameplay 
for all the weapons. 
Type this in during gameplay 


for invincibility. 
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keyboard. Weapons other than the pistol have 
only a limited amount of ammunition. When 
you run out of ammo, you must switch to a 
loaded weapon. The bullets in the lower left- 
hand corner of the screen show your remain- 
ing ammo. The sheriff’s badges in the lower 
right-hand corner show your strength. When 
no more badges remain you lose a life. For 
“Regular” game play, you get three badges 
(‘health points’) per life, with three lives total. 
Red Falls may be infested with violent crim- 
inals, but there are still some innocent family- 
types hanging around. There’s no penalty for 
killing them, after all you are the sheriff, but if 
you avoid shooting them, a reward will pop up 
on the screen. Shoot at the reward to activate 
it. Rewards are very crucial to finishing the 
game. They may appear as the result of spar- 
ing an innocent bystander or by shooting at 
secret spots on the screen. The rewards some- 
times appear in the form of a donut. If you shoot 
the donut, it gives you an extra health-point. 
Rewards also include extra guns and ammo. 
Shooting at a gun activates it immediately. 
Make sure to keep alert, because some ene- 
mies can take more than one shot to kill. 
Underworld has done a remarkable job in 
creating a game of this style that is actually fun 
to play. There aren’t enough good games like 
this to rub together, and the fact that there’s 
one on the Mac puts a big ol’ grin on this 
gamer’s face. I wouldn’t be surprised if 
we see this title picked up by 
some large publisher and 
released with fancy new 
packaging and flashy 
logo. 
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Underworld has done a remarkable job in 
creating a game of this style that is actually 
fun to play. There aren’t enough good games like 
this to rub together, and the fact that there’s one 
on the Mac puts a big ol’ grin on this gamer’s 
face. I wouldn’t be surprised if we see this title 
picked up by some large publisher and released 
with fancy new packaging and flashy logo. 
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ATTACK OF THE IRON ANGEL 


“How does it feel to be alive again? I’m 
giving you the chance to be Tetsujin. Humans 
should’ ve risen to a higher plane by now, but 
the weaknesses of the organic systems held us 
back. You can be proud of yourself, as Tetsujin 
will live forever. I want to see you with my own 
eyes. Come to me, come to my laboratory on 
the top floor. If anything tries to stop you, blow 
it away. Miss...and it’s all over. Assimilation is 
under way...there’s no stopping it.” 

And so you begin your life as ““Tetsujin: 
Iron Angel of the Apocalypse”, a first-person 
action-adventure from Synergy, Inc. This title 
originally shipped last year, with the launch of 
the 3DO in Japan. The essence of Tetsujin is that 
you have been created as the ultimate killing 
machine. A mad scientist has developed a spe- 
cial technology to bond metal alloy to human 
muscle and bone. You are the product of this 
technology. You must destroy your creator before 
he destroys humankind. You have yet to be com- 
pletely assimilated to the mad scientist’s cause 
and can still work against him before the assim- 
ilation process 1s complete. 

There is nothing in Tetsujin that is neces- 
sarily objectionable, other than the horrid frame 
rate when either the wall textures become com- 
plex, or when there are more than two enemies 
on screen. The problem is that there is really 
nothing that is truly outstanding about the title 
either. EA’s “Monster Manor” has set the pace 
in this type of game on the 3DO and Tetsujin 
is not up to that level of quality. The pace is a 
little on the slow side and it is modeled around 
the first-person, mech-warrior style game that 
the Japanese development houses seem to have 
grown so fond of over the past year. 

On the other hand, the game has a good 
“build” to it. What I mean by this is that it allows 
you to get into the game early with a lower level 
of difficulty, and then increase the level of chal- 
lenge as you move through each of the game’s 
18 floors. It sounds simple, but very few games 
are balanced like this. Tetsujin’s graphics are 
most impressive in the cut scenes. The in-game 
graphics are pretty basic, with simple, planer 
textures applied to the walls, floors and ceilings. 
They are also fairly dark. Although this style 
is fairly common-place in these adventures (most- 
ly because it helps the designers achieve a bet- 
ter frame rate), it really gives a sense of 
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“sameness” as you move through the three dif- 
ferent stages of the game. The same holds true 
for the soundtrack, where you get the same tech- 
no groove for the first six floors, then it changes 
slightly for the next six. It’s not bad, just redun- 
dant. Weapon power-ups, shield energy and floor 
maps are accessed via boxes that are scattered 
throughout the floors. Tetsujin has a nice com- 
plement of weapons, with “Big Heat” (stage 2), 
a Gatling gun (stage 3) and bazooka available. 
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There is also a “secret” weapon, but I was not 
able to find it during my time with the game. 
During gameplay, you can change your weapons, 
access the map and view any messages sent to 
you by the Android that feeds you helpful infor- 
mation as you do battle with the ““Motoids”’. The 
Motoids have been programmed to intercept and 
destroy all intruders into the tower. There are a 
total of 13 different Motoids over the game’s 
three stages, ranging from the “Rodent” (VERY 
easy to destroy), to the “Assassin’’-a flying night- 
mare. Gameplay is very simple...move through 
the corridors, destroying everything in your path, 
collect power-ups and weapons, find the map, 
save on every floor, then take the elevator to the 
floor above or below you. 

[ think that “not bad...just redundant” is the 
best summation of the game. If someone asks 
me if I liked Tetsujin, I would have to say “yes”. 
In spite of all its rough edges and faults, Tetsujin 
is really a one of a kind title for 3DO. With 
“Space Hulk” and “Doom” coming to the 3DO 
in the near future, that will certainly change. But, 
for now, Tetsujin is worth a look. It is not the 
best game I’ve ever played, 
but is a good first 
effort from 
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best summation of the game. If someone asks 
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A VISIT 10 THE VIRTUAL POOL HALL 


INTERPLAY GIVES GAMERS EVERYTHING BUT THE SMOKE FILLED ROOM. by Eric Winding 


Welcome to round 2 of Virtual Pool. In case 
you missed last month’s issue (odds are slim 
though, I’m sure), where we had a lengthy pre- 
view of this fine title, we now offer an overview 
of a near completed project. Interplay just sent us 
the near final version of Virtual Pool and the 
improvements, although mostly cosmetic, have 
greatly added to the overall gaming experience. 

When last we met, the screen shots of VP 
showed the many different angles of the pool table 
seemingly floating out in space. Well, now Interplay 
has added the actual billiards room, complete with 
barstools and ceiling fans. There 1s also the manda- 
tory cue rack from which to select your battle piece. 
Upon booting-up VP, you will be greeted with a 
menu that lets you choose between a tutorial, a 
lesson in the history of pool, as well as the choic- 
es of trick shots and shooting techniques. If you 
choose the techniques portion, you will see a video 
of a notorious pool shark (?) instructing the play- 
er on certain pool shots. The music hasn’t changed, 
though, as the tunes still have that “The Entertainer’ 
sound to them...kind of like the music they used 
to play at roller rinks across America in the *70’s- 
or so I’m told (roller skates were not meant for 
use by two legged creatures over 72” in height). 


For those of you that missed issue #2, let me 
restate some of the play features of Virtual Pool. 
First off, the “Virtual” stands for “in your face per- 
spective’. Look at the screen shots, you can zoom 
in as close or as far away from the table as you so 
desire! You can get so close to the table, that you 
can actually see some lint on the felt. You can get 
so close to the cue ball, that it takes up the entire 
screen (now that’s a big ball). My favorite thing 
to do, once I’ve lined up my shot, is to get so close 
that the balls are about 20% of screen size. Then 
I let rip with a Herculean poke, and watch as all 
the balls go screaming across the felt, flying so 
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fast and large as to make me move my head out 
of the way to avoid being hit by one! This is a neat 
little parlor trick that will entertain the young ones 
for awhile but, for successful long term value, | 
recommend a smaller playfield. 

Interplay designed the shooting feel in Virtual 
Pool to near perfection. You simply hold down the 
‘S’ key, draw the mouse back, and then slam it for- 
ward to smack the cue ball. In just a matter of a 
few attempts, you will realize that the feeling you 
get when doing this is pretty darn close to the real 
thing. You can also adjust the angle of the cue stick, 
so you can create a little back spin or even leap- 
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frog (I know there’s a real pool term for this, I just 
can't think of it) over one ball to hit the desired 
ball instead...real cool. For beginners, the pro- 
grammers have created a “trace” option that will 
show the path all the balls will take should you 
line your shot up in that direction. This feature is 
a terrific learning tool and, if you ever get ina sit- 
uation that you think is hopeless, you may be sur- 
prised to learn what the trace function will tell you. 
In addition, it can quickly make you feel like you 
are the billiards master, as multiple made balls, 
trick shots and mastering advanced techniques like 
“english” and positioning of the “butt” become 
second nature. If only there were a way of having 
a hidden tracking feature, I could make some seri- 
ous virtual dough! 

Rumor has it that Virtual Pool is the first in a 
series of “virtual” sports games from Interplay. 
[f this is true, could you imagine what this engine 
could do with a baseball, basketball, or football 
title? Not to mention hockey, tennis, or soccer. 
Wow!...we ll be sure to keep our eyes and ears 
open if just such a rumor should come to fruition. 
Until then, enjoy Virtual Pool, because there’s 
nothing out there like it, and certainly nothing that 
offers you the chance 
to see lint on 
felt. 
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Rumor has it that Virtual Pool is the first in 
a series of “virtual” sports games from Interplay. 


If this is true, could you imagine what this engine 
could do with a baseball, basketball, or football 
title? ...we’ll be sure to keep our eyes and ears open 
if just such arumor should come to fruition. Until 
then, enjoy Virtual Pool, because there’s nothing 
out there like it... 
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A HACKER'S NIGHTMARE 


NICK FALOO'S GOLF IS WAY DEEPIN THE ROUGH. by David Jon Winding 


J must warn everyone about to read this arti- 
cle; it is not for the faint of heart or those with 
weak constitutions or back ailments...this game 
we call golf is near and dear to me and the game 
you are currently looking at has made a trav- 
esty of the sport. I don’t take it lightly, and nei- 
ther do American consumers who are VERY 
particular about computer golf games. I have 
played every golf game that has ever made it to 
market, both in the United States and in Europe. 
I love the game of golf and play as much as I 
can. In our first issue, I had the pleasure of 
reviewing EA Sports’ “PGA Tour 486”, arguably 
the best game of golf ever created. This month, 
[ have the misfortune of playing ““Nick Faldo’s 
Championship Golf”. 

My first question is, “Where did this thing 
come from?” If I had to guess, I would say that 
the product is at least five years old and has been 
languishing in the can, waiting to be picked 
up by some publisher desperate for product. It 
looks like it was originally an EGA floppy prod- 
uct (or, worse yet...a 68000 based Amiga prod- 
uct from the mid-’80’s) that was brought into 
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the world of “multimedia” by adding fly-by’s 
and FMV intro. sequences. New industry pub- 
lisher Art Data Interactive is distributing the title 
in America, which was originally created for the 
European market by Grandslam Interactive...I 
wish they hadn’t, it is truly one of the most hor- 
rid sports gaming experiences I have had to 
endure. 

The game offers absolutely nothing that 
games like “Greens” from Microprose and oth- 
ers didn’t do much better, many years ago. There 
are no switch-back views or programmable cam- 
eras, no SVGA graphics, no rotoscoped anima- 
tion...they don’t even have a round golf ball...it’s 
a SQUARE! The game features the most basic 
power metering system, where the computer 
actually starts your swing for you. It is then your 
job to click once when you want to stop your 
back swing and once at the point of contact...thus 
determining amount of hook or slice. 

The two courses featured are completely 
UnTeAlsilc, with the srl course star ling off 
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with back-to-back par 3’s...not bloody likely. 
Putting is intolerable, with barely perceptible 
variations in the green surfaces, and ball move- 
ment bares absolutely no resemblance to the real 
game (maybe it has something to do with that 
square thing). The fairways, rough and green 


areas look like they were drawn with a box of 
Crayolas (tm) and the animation on your golfer 


can be summed up in one very concise, descrip- 
tive word...”*chunked”’. There is the requisite sta- 
tistical tracking and announcer voice-overs, with 
a baby attempt made at a coaching feature sim- 
ilar to the role David 
Leadbetter filled in 
Greens. Kind of 
funny...in real 

life, Leadbetter 


My first question is, 
thing come from?” 
say that the product is at least five years old and 
has been languishing in the 
picked up by some publisher desperate for prod- 
uct... | recommend that all of you computer hack- 
ers out there take a ‘ 
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1S Faldo’s coach...maybe Nick should have asked 
Dave how to determine whether or not his name 
was being associated with refuse... “Nick, Greens 
isa GOOD game...think of it as a 3 wood from 
225 that rolls to within three feet of the cup. Your 
game is a BAD game...think of it as getting licked 
by your dog AFTER he has slurped from the 
porcelain lemonade stand.” To be fair, the game 
does offer eight different computer opponents, 
amateur and professional modes with Mulligans 
and gimmies, and an instant replay feature, and 
is the only golf game I am aware of that attempts 
to simulate change of season...at least in how 
the wind affects play. Put these attempts pale in 
comparison to the overwhelming inadequacy of 
the product. 

I don’t mean to poke fun at Art Data’s 
expense, but Faldo’s game is just sooo terri- 
ble. The people at ADI have some good things 
in the works, including “Doom” and “Doom 2” 
for 3DO...but this isn’t one of them. One other 
thing...I can’t quite figure out what Faldo’s 
involvement was in the project, other than auto- 
graphing the box and manual. He surely 
couldn’t have PLAYED the game, because I 
have to believe that he would not have recog- 
nized it as the game of golf we all know and 
love. I recommend that all of you computer hack- 
ers out there take a “pass” on this one. 
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JUST CALL ME “SAP MAN” 


JAGGED ALLIANCE HAS YOU HUNTING FOR SAP ANU THE BAU GUYS. by LCUR Mark P. Winding USNR 


I know, I know, you’re asking yourself what 
the heck is this twisted squid talking about now? 
Well, what I’m talking about is Sir-Tech’s new 
release, “Jagged Alliance’. A rather unique strat- 
egy-role playing game, Jagged Alliance com- 
bines an awesome mix of high technology, tactical 
maneuvers and strategic planning, with a 
‘“Commando-esque” storyline. 

If strategy games are your thing, I can’t 
imagine a more interesting package. With this in 
mind, I suggest we dive right into Jagged Alliance 
to see if it delivers on its early promise. So, boys 
and girls, keep your hands and feet inside at all 
times while we get started on our journey. 

The game places you in the middle of an 
island called Metavira, which was originally the 
sight of nuclear testing in the early 1950’s. Fast 
forward to the present day, where Metavira is the 
only place known to man where the Fallow tree 
exists. This is important because the tree pro- 
duces a special kind of sap that has tremendous 
medicinal qualities. The Fallow tree 1s seed- 
less and lacks the ability to reproduce, so the lim- 
ited availability is of great concern to mankind. 
Yeah, yeah, I know, at this point you’re asking 
yourselves; what the heck is this game doing in 


the “Call To Battle” section? Well, hold on and 
Pll tell you! 

On the island, there is a father/daughter sci- 
entist team researching the procedure to har- 
vest the unique sap, and to try and find a solution 
to the infertility problem. However, a once trust- 
ed member of their team, Lucas Santino, has 
turned traitor, and now has his own dastardly 
plans. Santino is planning to take control, through 
whatever means necessary, of the only source of 
the Fallow tree’s sap, and has succeeded in tak- 
ing control of virtually the entire island. With no 
alternatives left, the scientists, Jack and Brenda 
Richards, turn to you, the gamer, to use your con- 
nections with A.I.M. (Association of International 
Mercenaries) to try and take back the island. 
Sounds pretty interesting, doesn’t it? I don’t know 
why, but the phrase “I like you Scully, I kill you 
last” seems to come to mind at this point. 

Your first task is to assemble your team of 
mercenaries, which is no easy undertaking. There 
are 60 mercenaries to choose from, and you would 
be wise to thoroughly study the dossiers on each; 
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if you don’t, it will come back to bite you in 
the rear. Each mercenary has his/her own unique 
abilities and limitations, so it’s important that 
you become familiar with them before placing 
them in harm’s way. I became fond of two indi- 
viduals in particular. The first, “Boss” Hatchet, 
earned my respect with his unusual prowess with 
firearms, and the second, Larry Roachburn (last 
name is entirely appropriate), while unpredictable 
at times, can accomplish things that people, using 
over the counter “help” could never think of 
achieving. The interaction between the different 
mercenaries is totally unique for games of this 
type. You will definitely be challenged trying to 
manage all of the different personalities and abil- 
ities. 

Once you’ ve put your team together, the 
game really begins. It’s at this point that you must 
move your mercenaries out to accomplish their 
mission turn by turn. As you set out to take back 
the island, you’re going to run into Santino’s men 
along the way and, if you’re lucky enough to get 
by them, you may not be as lucky getting through 
the numerous booby traps waiting for you. The 
game really takes on that Commando-esque feel- 


~ ee ee. eS TO 6 NE A =_s ee > 
a : : 
. ¥ 


ing at this point. The tension builds rapidly as 
you watch your decisions played out in front 
of you, and all you can do is think about what’s 
waiting for you in the next turn. Unfortunately, 
it’s not a trip to Disneyland. The artificial intel- 
ligence of Santino’s men is every bit the match 
for your mercenaries and, at times, it’s too much!! 
This is NOT your typical strategy/role-playing 
game. 

Jagged Alliance had me intrigued from the 
start. I felt Sir-Tech’s goal with this game was 
a little ambitious, but after spending several days 
with it, ve had a change of heart. They’ ve done 
a masterful job of bringing two different game 
styles together in one very enjoyable package. 
The strategy fan has more than his/her fair share 
of problems to solve, and the role-playing fan 
has a very interesting story line to work with. 
Personally, I enjoyed the action that is sprinkled 
generously throughout Jagged Alliance. This, I 
feel, is what makes Jagged Alliance one of the 
best in its class. Add to that truly AWESOME 
digitized sound effects, and probably the best 
graphics I’ve seen in a strategy game, and you 
have a game that will be 
worth playing 
for an extend- 
ed period of 
time. 
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or Mark Kranhuim has tended to the 


| Wounded on numerous assignments. His 


sound knowledge of medicine is believed to; 
be responsible for bringing back tio 
. However, a 
Wandering right eye has hindered any 
improvement to his shooting ability. 
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Jagged Alliance had me intrigued from the 
start. I felt Sir-Tech’s goal with this game was 


a little ambitious, but after spending several 
days with it, ? ve had a change of heart. They’ ve 
done a masterful job of bringing two differ- 
ent game styles together in one very enjoyable 
package. 
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WHO NEEDS WALL STREET... 


WHEN YOU HAVE RAILROADS AND ROBBER BARONS? by LCDR Mark P. Winding USNR 


The Avalon Hill Game Company has brought 
a board game classic to the CD-ROM arena with 
their introduction of “1830 Railroads & Robber 
Barons.” Not your typical “Call to Battle” choice, 
but one that requires as much strategy as the aver- 
age military game. I can personally vouch for the 
cut throat tactics and military type thinking that 
is required to conquer the slimy vermin known 
as your fellow robber barons. In addition, if you 
have anything other than pure capitalistic ten- 
dencies, when the game is over you’ ll feel like 
Custer at Little Big Horn. 

For those of you not familiar with this clas- 
sic board game, 1830 1s a railroad/land baron game 
set in the northeastern United States and south- 
ern Canada. You assume the role of one of eight 
railroad barons including, but not limited to, 
Vanderbilt and Westinghouse, and act in the capac- 
ity of president of one or more railroad corpora- 
tions. Your goal is to earn money, cash, greenbacks, 
moola, coin...ok ok, I got carried away there for 
a second. Anyway, money is earned primarily 
through owning shares of stock in the eight dif- 
ferent railroad corporations. As in the real world, 
stocks can earn money in two ways; they provide 
ready cash through dividend payments, and they 
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can increase in value. However, if you choose 
poorly, the stock can also lose value...imagine 
that! If you, through a variety of tactics, become 
the largest share holder in a railroad corporation, 
you become its president and operate the railroad- 
hopefully for a profit. The game ends when either 
the bank runs out of money, or a baron goes bank- 
rupt. If you’ ve played the board version, you’re 
already familiar with these aspects of the game. 
There is one MAJOR enhancement, however, and 
that is that the computer records your assets, leav- 
ing you free to plot against your fellow robber 


barons. (I mean free to operate your business with 
the best interests of your stock holders in mind 
at all times...yeah, that’s it!) 

The game is broken down into two types of 
movements; the first is the stock purchase round, 
and the second is the operating round. The stock 
round allows you to invest in the market, where 
the goal is to make more money than your fel- 
low barons, and to buy enough stock in a com- 
pany so as to allow you to become its president. 
Once you become the company’s President, you 
can conduct that company’s business and hope- 
fully make a bundle of money for yourself, and 
strip your fellow barons of all of their net worth 
(vat a country!) The operating round has a marked- 
ly different purpose; once a corporation has had 
sixty percent of its stock purchased, the compa- 
ny is “floated” and can begin to operate. The goal 
here is to start laying track in strategic areas so 
as to increase the possible usage, and thus your 
revenue. In addition to laying track, you must 
also buy trains to operate on those tracks. You 
can also choose to buy train stations, and bid to 
buy out other railroad companies. This gets pret- 
ty tricky when all of the barons are more or less 
plotting to do the same thing. As a capitalistic, 
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imperial Yankee dog, | thoroughly enjoyed this 
aspect of the game. 1830 alternates back and forth 
between these two rounds with interdependency 
becoming more prevalent as the game progress- 
es. Needless to say, it has the capacity to become 
what we call in the Navy a “multi-conflagra- 
tion drill”! 

Generally speaking, board games don’t trans- 
late very well into the computer/video game world. 
They most always lose a thing or two in that trans- 
lation. I’m happy to say that is not the case with 
1830. In fact, Avalon Hill has made some enhance- 
ments that I think make the CD-ROM version 
much more enjoyable. For instance, having the 
computer keep a record of your assets, freeing 
you to perform other acts of capitalistic aggres- 
sion, is a true gift. I had a huge grin on my face 
the entire time I was playing the game. Granted, 
it’s not an action-packed thriller but, for a strat- 
egy game, 1830 has more than its fair share of 
excitement. Avalon Hill left nothing to chance 
when they brought 1830 to market. Granted, the 
graphics are nothing to write home about, but the 
gameplay is exceptional for this type of issue. 
Although 1830 won’t redefine this genre of game, 
it is definitely a worthy 
purchase. 
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Granted, it’s not an action-packed thriller but, 
for a strategy game, 1830 has more than its fair 
share of excitement. Avalon Hill left nothing to 


chance when they brought 1830 to market. Granted, 
the graphics are nothing to write home about, but 
the gameplay is exceptional for this type of issue. 
Although 1830 won’t redefine this genre of game, 
it is definitely a worthy purchase. 
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A NEW WORLD ORDER??? 


KOEI INVITES YOU TO HIT THE HIGH SEAS AND SEE THE WORLD. by LCOR Mark PB. Winding USNR 


Oh, if only George Bush had the chance that 
| had while I was at the helm of Koei’s “New 
Horizons”. A new world order is exactly what 
you Il get when you strap yourself into this his- 
torical\political stab at virtual? (wishful) reali- 
ty! New Horizons places you in a time when 
powerful navies and monarchs controlled the 
waterways, ruthless pirates searched for hidden 
treasure (tax revenue?), and scholars (cultural 
elite) argued that the Earth was round. Sounds 
like FOUR MORE YEARS to me. 

So here’s the deal; New Horizons begins in 
1522, the year that Magellan’s crew returned 
from its historical around the world voyage. The 
journey seems to prove that the world is round, 
yet many still seem skeptical. Without a reliable 
map of the world, dangerous exploring oppor- 
tunities will be made available to able-bodied 
sailors and aspiring heroes/heroines. You have 
the option of campaigning as the son of a 
Portuguese duke out to discover the legendary 
land of Atlantis, a Spanish female navy lieutenant 
turned pirate, a British privateer commissioned 
by Henry VIII to destroy the Spanish Armada, 
an Italian adventurer in debt to his father, or a 
Turkish orphan starting his own trading busi- 


Hh 
HHH 


ee 


: 


4) 
3 


4a4at2iaiad 


2 
S 


“4, 


x 


cen || RE 


aidiot 


Durability 21/ 27 
CEES ie 
Tacking 90/ 90 | 
Power Hf 5 | 
10/ 30 Ti 
100/100 | 
47/80 | 
57/120 | 


Caravela Latina 
Captain MARK 

WIND ING 
Guns None | Crew 
Minimum Crew 10 2 flealth 
Navigation 


Look oOuL Cargo 


—L_—SE= a | 
Capacity 


ness. Your adventures will take you to over 130 
different exotic women...I mean ports of call, 
ranging from Mozambique to Macao. 
(Mozambique being a topic of discussion only 
when my attorneys are present.) Throughout your 
travels you will, more than likely, discover mon- 
uments, highly sought after treasures, including 
rare (endangered) animals and valuable mer- 
chandise. You also have the opportunity to struc- 
ture your fleet with 25 different types of historical 
ships. (Unfortunately, no Arliegh Burke class 
destroyers.) So there you have it, the makings of 
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anew world order. Now, where should we start? 

As I sat down to engage in this attempt at 
restructuring history, what intrigued me most 
was the chance to destroy the Spanish Armada 


I’ve always wanted to try that. Since the struc- | ~ pe 5 4 his Scimitar | ago: Shire Sate | 
ture of the different scenarios is very similar, st 1 sel | itn Chain Mail | eye irr ci . 
a } 


I’ve concentrated my review in this one endeav- 

or. My name is Otto Baynes, and I’m a British ee : 

privateer on a secret mission for King Henry of cae. jt , = ] Defense 
VIII to defeat the Spanish Navy. My task is to oe = 

try to figure out how to accomplish this. 

At the beginning of your adventure, you 
start out trying to compile the items required 
to defeat your enemy. In this case, that includes 
a fleet of ships, crew, financing and some very 
valuable intelligence. You accomplish this by 
visiting the various establishments that might 
be able to help you. In this instance, the 
pub/lounge, for a variety of reasons, turned out 
to be just that place. While at the pub, in addi- 
tion to having a few adult beverages yourself, it 
would be wise to treat the local seafarers to some 
fine grog and spirits. You never know, one might 
agree to hire on as your first mate. The more 
generous you are, the more information you’ ll 
receive. If you impress the local bar maids with 
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stories of your exotic travels, and win their favor 
by giving them presents, they too may give you 
important clues. 

Once you’ ve completed the necessary tasks 
to put a viable force together, you’re ready to é 
set sail. At this point, you are probably thinking AST /  empirh, Rto i 3 “mission 
that New Horizons sounds pretty good, as it did : on sgt =n a 
to me when I first started with the game. The 
problem is, the game is just too slow. Although 
the story line is intriguing, the graphics and game- 
play are poor and average, respectively. To reach 
your ultimate objective, will take an inordi- 
nate amount of time and, by the time that you 
finally do, you’ ve lost quite a bit of interest in 
the outcome. 

I’m not quite sure who the target audience 
is for this game. It’s certainly not for the begin- 
ner, as they would not have the patience to mud- 
dle through the building process, and the 
experienced gamers have far better applications. 
From a pure historical text, however, the game 
stip ee eign! | : iS quite unique and accurate, and Koei deserves 
rae tee | a\= to be commended for bringing a number of very 
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interesting aspects into one game. Unfortunately, 
they tried to do too much. In their quest to devel- 
op a truly unique and challenging game, they 
produced one that will 
probably be 
SENET a) Our specialty, whiskey, lost in a sea of 
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At this point, you are probably thinking that 
aie aoe deat terre - —_— New Horizons sounds pretty good... The prob- 
life on the high seas? | —_ a , lem is, the game is just too slow. Although the story 
fe Of | line is intriguing, the graphics and gameplay are 
poor and average, respectively. To reach your ulti- 
mate objective, will take an inordinate amount 
of time, and by the time that you finally do, you’ ve 
lost quite a bit of interest in the outcome. 
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Find out with a click of your mouse. Thenbeginan 


odyssey through Peter Gabriel’s Secret World, where — 


you become an integral part of the man, the music 
and most of all, the performance. It’s a musical tour 
like you’ve never experienced before. 


With Peter as your host, you'll have a completely 
interactive experience in which you decide where to 
go. You'll find yourself Xploring four distinct aspects 
of the musician’s life. 
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(1) A behind-the-scenes look at how the music is 
made. Go backstage at a concert, walk through 
Peter’s Real World Recording Studio, participate in 
an actual jam session, and then take control of the 
mixing board to create your own version of Peter’s 
hit single, “Digging in the Dirt”. 


(2) Xplore Peter’s most recent album, US. View the 
videos in syne with their lyrics. Learn how the videos 
were made and what Peter has to say about them. 


(3) Xplore some of Peter’s personal insights and 
interests. See and hear about Peter’s past. View his 
interactive family albums. Learn more about 
Amnesty International and attend a World 


Organization of Music and Dance (WOMAD) 


festival in San Francisco. 


(4) Learn more about the music of the world. 
Experiment with the tones and rhythms of unusual 
instruments (you control them by clicking an icon 
with your mouse). Then use your strategic powers to 
obtain a backstage pass to an actual rehearsal of the 
Grammy Awards. 


By combining his art, music and entertainment with 
the most advanced computer technology, Peter 
Gabriel has created the first interactive, multi- 
layered experience to actually dissolve the barriers 
between performer and audience! 


This is not a planned experience. In fact, you must 
keep your eyes and ears open at all times. There are 
numerous hidden surprises; Peter may pop out at 
unexpected moments doing the most outrageous 
things! There are trains to catch, people to meet and 
specific items you must pick up along the way to get 
the most from this unpredictable journey. 


© 1995 Real World Multimedia Ltd. Xplora | is a trademark of Real World Multimedia Ltd. The Interplay logo is a trademark of Interplay Productions, Inc. All rights reserved. 


this product. 


dibl CD-ROM includes: 
r’s edition 60 page book created just for 


_ ® More than 140 minutes of video and audio 
including all four full-length rock videos for US; 
_ two alternative versions of “Steam”, plus your own 


mixes of “Digging in the Dirt.” 


© Over 100 full-color photographic images and the 


equivalent of a book’s worth of text. 


e Advice, commentary and encouragement from 


Peter Gabriel, your on-screen interactive guide. 


Easy point-and-click play—Interact lets you 
choose your path through Peter’s Secret World; 
Resume lets you pick up where you left off; Watch 
will take you on a guided journey through the disk 


¢ Rewards for filling your suitcase, such as an 


R-rated, on-screen surprise, a suitcase sticker and 
a special gift for use with your computer. 


¢ Eight mouse-playable instruments that provide the 


exact notes and tones of the actual instruments. 
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PACKAGE. J “Virtual Pool is flat out impressive stuff...you just have to see this thing in action.” 
elite — PC Gamer 


Introducing Virtual Pool”, a game so real we 
I guarantee that it will improve your actual pool 
game...or your money back! It has all the angles, all 
the shots of the real game - and then some! Take a 
video lesson and learn trick shots from Hall-of-Famer 
Lou Butera—or go on an historic multimedia tour of the 
sport. So chalk up your mouse and take your best shot! 


¢ Modem and 
Network Play 


Shot tracking 


Full-motion 
Multimedia 
Library 


™ 


By Gamers. For Gamers. 
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Line up your shot and get ready to sink it in the corner. Turn on Tracking to learn trickshots and ball mechanics. 


Celeris 
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HERE FISHY-FISHY... 


MARIO AUUS FUN AND EXCITEMENT TO ALL-TIME CLASSICS. by Jennifer Scherpenborg 


Interplay, best known for their out- 
standing library of gaming titles, has 
released a new game for both PC and 
Macintosh that falls somewhere in the 
“edutainment” category. “Mario’s Game 
Gallery” is a collection of enduring, clas- 
sic card and board games that children 
have enjoyed for generations. The twist 
is, you don’t need two or more people 
to play these games. Instead, you are chal- 
lenged by Mario. Who is Mario? Ask 
almost any kid and they will surely be able 
to tell you all about the little Italian 
plumber who has become a household 
name, and has been starring in his own 
video games and syndicated cartoons since 
the mid eighties. Having this charming, 
animated character to play against adds 
to the fun and entertainment value this 
game offers. 

Mario’s Game Gallery tackles five 
of the most entertaining games that we 
have all grown up with, like “Checkers, 
Go Fish, Backgammon, Dominoes, and 
Yacht’. Through these games, children 
are able to learn how to play them, devel- 
op logic skills and strategies, and learn 
how to operate the mouse, all while being 
challenged by Mario. Although the game 


GO FISH 
In Go Fish, you and Mario will try to make 
a3 many Books (4 of a kind) a3 you can. 


You are dealt seven cards, which 
appear along the bottom of the screen. 
To ask Maio for a particular card, 
click on the card in your hand. If he 


has that card in his hand, he will give it 
to you, A number in the upper left 
hand comer of the cards indicates how 
many of those cards you have. 


MARIOS GAME GALLERY PC/CD-ROM 


Publisher: 


INTERPLAY | 


_ 17922 Fitch Ave., Irvine, CA 92714 
3 714-553-6655 


Developer: 
PRESAGE 
Design team: 

Brian Fargo: Exec. Producer 
Thomas R. Decker: Producer 
Jon Benton: Programmer 
Steve Snyder: Designer 
Charles Martinet: Voice of Mario 


teaches competition, Mario isn’t here to 
taunt and challenge the player, rather he 
exudes an inviting personality and pro- 
vides helpful hints. This 1s all done by 
using digitized speech-Mario actually car- 
ries on a conversation over the duration 
of your game. With his full mustache and 
funny-sounding Italian accent, both kids 
and adults will find Mario entertaining 
and humorous. I personally burst out 
laughing every time I hear him say, ““Here 
fishy-fishy” during the game, “Go Fish”’. 
Besides Mario, most of the cast from 
“Super Mario World” makes their appear- 
ances, including Luigi, Yoshi, The 
Princess, Koopa, Rip Van Fishy, Goomba, 
etc... This cast and crew will be instant- 
ly recognized by your children and pro- 
vide their own personality-which adds to 
the excitement of the games. Besides 
Mario’s hilarious voice and entertaining 
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BACKGAMMON 

Before you begin playing Backgammon, you must first 
choose your pieces by typing a Y (for Yoshis) or a K (for 
Koopas). Then, both you and Mario roll the dice to see who 
plays first. The highest number starts. 
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To move your pieces, first click on them and then move your 
mouse the number of points (triangular spaces) on the board 
that comespond to the amount of one of the dice. 


CHECKERS 


Before you begin playing Checkers, you will be 
presented with a dialog allowing you to choose which 
set of pieces you want to play as. After you choose 

your pieces, play begins. You automatically go first 
in this game. 


Yoshi 


select the piece that you want to advance by clicking 
On it with the mouse. Then, click on a destination 
Koopa square. 


Traditional checkers rules apply. To move, you 


facial expressions, Mario’s Game Gallery 
is packed with colorful and cartoony, eye- 
catching graphics. There are all sorts of 
sampled sound effects; like drum rolls, 
the applauds of an audience, and even the 
simulated voice of the player telling Mario 
to “go fish”. 

Everybody should be familiar with 
the collection of games in Mario’s Game 
Gallery. But, for younger children who 
have never played or are just being intro- 
duced to these games, there is on-screen 
help for a quick reference on how to play 
them. For a more in-depth look at the rules 
and guidelines, the instruction booklet 
provides simple and easy to follow direc- 
tions. 

What does Mario offer in terms of 
educational value? Besides providing end- 
less hours of entertainment for your lit- 
tle ones, it allows them the opportunity 
to expressively think for themselves and 
make their own choices when playing. 
They are introduced to logical thinking 
and realize that if they want to win, they 
must develop strategies. This indepen- 
dent thinking is the beginning of a thought 
process that will end up assisting them 
for the rest of their lives. For example, in 
the game of Checkers, you must out 


maneuver and conquer your opponent by 
strategizing and thinking one step ahead. 
This logic and thought process is exact- 
ly what is needed in order to win and beat 
the game. The best part about playing any 
of the games in Mario’s Game Gallery is 
that the player has an equal opportunity 
to beat the game. Unlike other games, 
where the challenge is too hard or too 
easy, the difficulty level is set perfectly. 
You can win, but you can easily lose as 
well. Your children won’t get bored quick- 
ly because they win every time, or on the 
other hand, be discouraged because they 
can't beat Mario. This is what I call intu- 
itive programming. 

Mario’s Game Gallery is a game 
worth purchasing for both kids and adults. 
It takes a collection of classic, fun, enter- 
taining, and easy to play games and fresh- 


ens them up by adding a cast of 


well-known video game characters that 
will captivate you and your children’s 
hearts - not to mention the educational 
value it provides. So, while you are brows- 
ing the retail shelves, looking for a great 
game for your son or daughter, why not 
give Mario’s Game Gallery a 
try. You won't be disap- 
pointed. 


Mario’s Game Gallery is a game worth 
purchasing for both kids and adults. It takes 
a collection of classic, fun, entertaining, and 
easy to play games and freshens them up by 
adding a cast of well-known video game 
characters that will captivate you and your 
children’s hearts... 
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Let’s roll to see who goes first. 
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Mr. Turner was oot marned. He is survived by 
his: Amwrican-betin mother, Mrs Edith Turner, 
of Nairobi Mr Turner's pcs tuther, Mr. Robert 
ae UL. Turner, was a distnguisked member of the 
g » British Foevign Service Thala Aides 
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P and shoukler. Mr. Mkomeo fired as the 
a) poachers fled, but us not clear if amy were 

* killed or sounded 


Funeral arrangements ure pending 
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BECOME ONE WITH NATURE 


BY EXPERIENCING IVI'S ECOLOGICAL SIMULATION. by Jennifer Scherpenborg 


If you’ ve ever wondered what it 
would be like to be in charge of a wildlife 
reserve, where the choices you make 
could, in essence, wipe out a whole 
species of endangered animals or cause 
that same species to flourish, then wait 
no longer. IVI Publishing simulates the 
ultimate ecological experience with “Eco 
East Africa’ for Windows, and you are 
given the opportunity to encounter it first- 
hand as a would-be warden of a strug- 
gling African wildlife reserve. 

Eco allows the player to explore and 
gain respect for the ecological and envi- 
ronmental factors that are so pertinent to 
a wildlife reserve and, through this sim- 
ulation, the player is able to control the 
park’s destiny...depending on how well 
they run it. You, as warden of the park, 
are in charge of all aspects of the reserve, 
such as budgeting, hiring, maintenance, 
and government negotiations. If you run 
it poorly, not only will you be out of a 
job, but different animal species can be 
affected along with their natural habitat. 

Eco East Africa starts out with a his- 
tory. It seems a previous warden had 
attempted to maintain the park, and in 
doing so, was killed by poachers for try- 
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ing to protect the animals in the reserve. 
Now that he’s gone, it’s your job to take 
over as warden and rebuild the park from 
the ground up. In order to do so, their are 
many factors and steps you must take in 
becoming a successful warden. First and 
foremost, you will need to reestablish 
a headquarters to work out of and then 
hire a group of rangers to help main- 
tain the park. There are supplies to be 
bought, including vehicles for traveling, 
guns and ammunition, food and fuel, and 
even binoculars, and then distributed. 
You are provided with a daily log that 
helps to keep you on the right track and 
enables you to learn about some of the 
actions the previous warden took in main- 
taining the park. It is here, at your head- 
quarters, that you will be doing most 
of your work. But, you wouldn’t have 
volunteered to be in charge of such raw 
beauty if you didn’t like the land. 
Throughout each day the player is intro- 
duced to a variety of visual changes, in 
real-time, from sunrises, sunsets, starlit 
nights and even thunderstorms. The 
graphics of the reserve are breathtakingly 
photo-realistic and seeing each change 
in the weather, beautifully unfold in front 
of your eyes, lends to the realism of the 
park. 

As the player establishes himself as 
the new warden, he or she is faced with 
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insurmountable challenges along the way. 
They will need to deal with thieving 
| _caestemescmepney cea poachers, financial complications, hir- 
ing reliable employees who will benefit 
the park (and not themselves), and con- 
tinually diminishing species — all nec- 
essary parts of stabilizing the reserve. 
The ultimate goal as warden 1s to estab- 
lish a safe environment for the wildlife 
that encompasses it. The main way of 
| arr — “ill knowing you re making proper decisions 
and positive progress is upon the reap- 
pearance of animals that were once 
extinct. If you have truly succeeded as a 
warden, you will begin seeing all sorts 
of endangered species roaming around 
the park again. 

Eco also offers a different alterna- 
tive to running the park. Instead of the 
massive undertaking of being in charge, 
there is a “spectator mode’. Here you are 
given the choice to solely be a tourist 
in the wildlife reserve. In this mode, you eeary 
can discover and explore the different | 
elements of the park by just viewing the 
Surroundings and natural habitat of 12 
different species, including giraffes, lions, 
zebras, etc. You can observe each indi- 
vidual animal and learn about their means 
of survival, as well as the beautiful grass- 
lands, mountains and villages and, at the 
very least, this mode makes for a great 
screen-saver. 

From an educational perspective, 
this game presents a real challenge in 
ethical decision making. In fact, Eco 
should not be considered for anyone 
under the age of 14, since its problem 
solving is geared more for teenagers and 
adults. Eco teaches the player to make 
important decisions than can greatly 
affect the reserve and much thought needs 
to be behind each one. As the warden of 
the park, you must learn about every 
aspect in order for it to thrive. Through 
this process, you learn to manage effi- 
ciently, communicate properly with fel- 
low co-workers, and make ethical 
decisions in regard to the survival of the 
wildlife. 

If you enjoy a good simulation or 
are passionate about environmental and 
ecological issues — or you just 
want to learn how a 
wildlife reserve oper- 
ates, Eco East Africa 
is the answer. 
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Eco presents a real challenge in eth- 
ical decision making and should not be con- 
sidered for anyone under the age of 14... If 
you enjoy a good simulation or are passion- 
ate about environmental and ecological issues 
— or you just want to learn how a wildlife 
reserve operates, Eco East Africa Is the per- 
fect simulation. 
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Warning: before you decide 
to browse through our 
Bioforge strategy guide, be 
aware that this is an entire 
walk-through, starting from 
where the manual leaves off * 
and leading you all the way | 
to the ending. If you are 
stumped, we recommend 
finding the screen shot that 
relates to where you are in 
the game and read only that 
certain entry. Bioforge is an igs 
incredibly fun and challeng- “ssf 
ing game, and figuring out 
_ the puzzles or what to do 
next is all part of that fun. 
_ Some helpful hints that will 
certainly aid you on your 
quest are: 1) Save often. 
_ After every fight, every puz- 
_ zle, every few minutes, 
_ whatever, just make sure 
you save. 2) Read every- 
thing. Whenever anything 
significant happens, you will 
hear a sound. This means 
you now have a new journal 
entry. Be sure to read these, 
as they will really help your 
progress through the game. 
3) When fighting, time your 
hits or kicks so you’re not 
just swinging wildly. Let the 
computer do the aiming for 
you. Most of all, just have 
fun with what is probably 
one of the best games of ‘95. 
a mee * 
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Enter the main corridor leading to the Cryogenics Room. You 
must duck into the elevator accessway to avoid the Security 
Robot. After the Robot passes, continue on into the Cryo Room 
(on the right side at the end of the hall). 


[2 | Once inside, proceed to the back of the Cryo Room and press 
the red button attached to the back wall (this will open the Iris 
Valve on the floor). 


Now, turn the valve next to the button to release Cryo fluid into 
the tank below. You will hear the computer tell you the fluid in 
Freezer 1 is low. Make sure to turn the valve again to shut off the 
fluid and then press the red button again to close the Iris Valve. 


Go to the computer panel positioned to the left side of the door 
at the opposite end of the room. Use the monitor and look at 
Chamber 1. Now exit. 


The hybrid dinosaur will break free from the freezer and attack. 


Lure the dinosaur to the back of the room and fight him on the 
Iris Valve. 


After a certain amounts of hits, the dino will be knocked uncon- 
scious and will collapse right on top of the Iris Valve.Press the red 
button and open it back up - the dino will fall into the tank 
below. You will hear sounds of a vicious battle going on 
between the dino and whatever is living in the tank. 


Now, once again turn the valve next to the red button to freeze 
the creatures below. Once this is done, turn the valve one more 
time to stop the flow of fluid. Climb into the tank below. 


~8)| You will continue your descent into the tank and here you will 
see the damage the Cryo fluid has done on the creatures. Once 
off the ladder, make your way across the metal walkway. 


At the end of the walkway, you will notice some holes punched 
into the sides of the walls. Walk up and into the hole on the 
right side (if you walk into either the left or center holes, you will 
die). 


You are now in Cell 2. There is a Mondite guard who will wake 
up and enter into combat with you. Defeat the guard and pick 
up the blaster in the middle of the cell. 


Now. make your way back to the main corridor and hit the But- 
ton beside the elevator to open the elevator doors. 


Approach the elevator control panel and choose level 1 (the 
Tower). 
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4] At the tower, there will be a total of 6 Hoverbots waiting 
for you. You can shoot the first two by deflecting shots 
off the elevator walls. The other four can be shot by 
deflecting shots off the various tower walls. 


Make your way to the rear of the tower where you'll find 
a cowering guard. Strike him twice and then back off 
and he will activate the Tower Gun. 


Use the Tower Gun to shoot down the 2 Dropships. 
Killing the guard afterwards is optional, but oh-so fun. 


' Go back to the elevator and press the button for level 3 
(the Control Corridor). 


When the elevator door opens, a Security Robot will be 
waiting for you. Kill the Robot by deflecting your shots 
off the elevator walls. 


Advance to the Operating Room on the left side of the 
corridor and open the door. You will hear a computer 
telling you the reactor is overloading. Do not go into the 
Reactor Room just yet (door on the right side of hall- 
way}. 


Upon entering the Operating Room, you will be treated 
to a short intermission. Doctor Matsaba takes control of 
you with a remote control device. He calls a guard into 
the room and forces you to kill her. The Dr. then explains 
what you are and what will happen to Dane (strapped 
onto the operating table). Dane reaches up and destroys 
the remote control. You black out and wake up without 
your blaster. 


PAN] Walk over to Dane and show him the picture (optional). 
Kill Dane to put him out of his misery (also optional). Go 
around to the opposite side of the table and remove the 
battery. Now go pick up the Medicaid lying in the corner 
of the Operating Room. Use the Medical Monitor to 
learn about Matsaba’s experiments (very optional). 


| Exit the Operating Room and continue down the 
Control Corridor to the Control Room at the end of the 
hallway. 


Enter the Control Room and fight the Mondite Guard . 
Once defeated, retrieve and read his logbook. 


rr 
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Use the Hardsuit machine located in the uppermost left corner of the room. 


Go back into the Control Corridor and attack the Mondite Guard. Once defeat- | J 


ed, pick up his blaster and go back into the Control Room. 
745 | Use the Bike Data Monitor on the left back wall... 


.. ANG choose Icarus Access. This will igQwer the platform you're on down into 
the Machine Shop. 


Defeat the Mondite Guard and pick up his walkie-talkie. There is also an Alien 
Cube in the left back corner of the room which you need to pick up. 


(20) Go around to the front of the Bike and retrieve the battery located in its nose. 
Return to the Control Room. 


30) Access the Robot Control Panel (left of bottom stairs)... 
... And manipulate the Forklift Robot into the Reactor Room. 


Use the Forklift Robot to knock the Reactor Robot off the platform in the 
Reactor Room, sending them both into the Reactor Core. 


Access the Reactor Monitor (farthest right monitor beside the Hardsuit 
Machine). 


: Get the Reactor Code (note: the Code changes randomly every game). 
; Get to the Reactor Room by going through the Airlock (you will need the 


Hardsuit or you will suffocate). 


: Once inside the Reactor Room, activate the Light Bridge and then proceed 


across. 


! Antagonize the Drogg by striking it a few times then retreat back across the 


Light Bridge. The Drogg will chase after you. 


As soon as you get back to the platform, deactivate the Bridge and the Drogg 
will fall into the Reactor Core. 
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STRATEGY SESSION 


Reactivate the Bridge, then run like hell back across and 
pull the lever to the left of the Reactor Room Monitor, 


Run to the right side of the Reactor Room and pull that 
lever as well. 


Access the Reactor Room Monitor and use the Reactor 
Code you retrieved from the Control Room Monitor, then 
push the Power Button [if this is all done in time, you will 
see the Reactor Core start to explode, then maximize and 
shut down). 


Retreat back across the Light Bridge, exit the Airlock and 
go back to the elevator. On the elevator, push the button 
to go to level 4 (Basement Corridor). 


Inside the Basement Corridor, a Security Robot appears. 
You must shoot the robot and destroy it while avoiding its 
shots. 


Harting Device . Access the Airlock Panel and solve the puzzle (the solu- 
tion is in the Guard’ logbook). 


Go through the Airlock and outside to the Landing 
Platform. Once on the Landing Platform, veer right (run 
i ee. past the Hoverbots, they are too much trouble to shoot 
Cube. of » ad of nett i. get and you can easily out-maneuver their shots) and enter 
rae Pg oe a a the elevator. 
wid adie 


Exit the elevator and run along the path while avoiding 
the Hoverbot shots. 
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Follow the path through the tunnel to the ledge by the 
Beach. Fall off the ledge down to the Beach. 


Go into your inventory and select the Alien Cube you 
picked up in the Machine Shop... 


...And use it to transport you across the platforms in the 
Acid Lake. 


Make your way across the Acid Lake to the Dropship. 
Climb over platforms when needed. 


When you arrive at the downed Dropship you will see 
the Creature that inhabits the Acid Lake. 


Go into the downed Dropship and approach the barred 
door towards the back of the ship. Back away from the 
door and Captain Tumolt opens it and comes out. 
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Fight and defeat Captain Tumolt. Trade your blaster for his Tonfa gun and pick 
up a key device he was holding. 


Use the Key Device to open the barred doors and enter the Gunnery Station. 


Access the Missile Control Monitor, arm a missile, and fire one past the Acid 
Creature. The missile will explode against the side of a vertical platform. 


(| The Acid Creature will move to the spot where the first missile exploded. At this 
point, launch a second missile which should blast the Creatures ay! qt i 
nicely. 


[Sz] Exit the Dropship and go to the package of missiles laying on the beach | and 
remove the Warhead from the missile that is sticking out of the bee It will 
now start counting down. 


153) Head around the opposite side of the Dropship with the Warhead in hand. Go 
into inventory and once again select the Alien Cube. Use the Cube to transport 
across the lake. 


PE) | Use the dead Acid Creatures body as a platform to cross the lake at one point. 


head back to the now “blasted” Blast Doors. 
o (35 | Pass through the Blast Doors and into the Hardsuit Machine... 
_ 5] ...and then into the Dig Site. 


: Fight and kill the mechanical creature hovering over Doctor Escher. 
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STRATEGY SESSION 


Go into your inventory and select the Medicaid. 
Use the Medicaid to heal Doctor Escher. 
When healed, she will give you an Alien Translator. 


Head back out, through the Hardsuit machine, down the metal walkway, and 
onto the vertical platforms. This time navigate toward the right. 


This will take you to the entrance to the Alien Ruins. 
Enter the ruins and examine the writings on the wall. 
Use the translator on the walls to learn a little about your past. 


Leave the Ruins and head back to the Dig Site. Once inside, enter the corridor 
that leads to the Alien Tombs. 


Once inside the Alien Tomb Chamber, Drogg will bust out of the wall above you 
and come crashing down. 


Fight Drogg for quite a while, then let him strike you once. After he hits you, he 
will run through the corridor, into the Dig Site, and activate a Tubeway (you can 
follow him if you want, but its not integral). 


Open the cracked Tomb. 
You will see a Drogg surrounded by a shield. 


Solve the puzzle by matching up the corresponding colors from the top and bot- 
tom diamonds. 


Once solved, you can get the Alien Key the Drogg is holding. Now go back to 
the Dig Site. 


Use the Alien Key to activate the Tubeway and follow the Drogg through it. 
Once inside the Tubeway Station, activate the monitor in the center of the room. 
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You must first open the Zero G Room by matching up the corresponding symbols 
from the monitor and the slabs above the Tubeways. The Zero.G symbol is 
shaped like a “Y”. 


..1nto the Zero G Room. Here you will have to use your blaster to thrust you 
into the opposite doorway. 


&37/ | You are now inside Droggs Chamber. Walk towards Drogg minding the glass 
_ floor, It is very possible to fall through and die. You must now fight Drogg to 
the death. 


Lek | Once you've killed Drogg, pick up the Alien Device he is carrying and use it to 
enable you to cross through the barrier. 


a a Access the Alien Monitor and solve the “Simon Sez” ene 


9 | Once solved, an Alien Being will appear and clue you in to your history. He will 
also give you an Alien Battery that is integral to beating the game (make sure to 
trade this Battery with the one you are currently using). 


Exit through the barrier and un-equip the alien device that is shielding you, 
then go back to the Zero G Room (if you do not unequip the item, you will be 
stuck in endless orbit in the Zero G Room). 


my] Go back to the monitor in the Tubeway Station and activate the next Tubeway 
(this will look like a sideways “Y”). 


[e8| Enter the Tubeway and it will take you to.. 


IGS] ...the Alien Portal Room. Here you will have to step on triangles on the floor in 
a certain order to activate a Portal opening in the Acid Lake - all the while 
avoiding incoming Asteroids. The solution to this puzzle is 6-4-1-4 (1 being the 
first oe from the ictepee: seasare ct 6 being the last). 


Tea Go back through the Tubeway to the Tubeway Station and reactivate the moni- 
tor to open the last Tubeway. Here is the last symbol you must solve to open it. 


97!) Now access the Temple Monitor (Pink Monitor on the back wall). 
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Raise the sphere in the middle of the room by using the top button. Once the 
p y g p 
guard on the Monitor has kneeled down over the hole... 


9” Drop the sphere on top of his head. Squishy! 
The surviving guard will lob a grenade into the Tubeway. Drop your Tonfa Gun, 


STRATEGY SESSION 


pick up the grenade, and throw it back into the Tubeway. This will kill the other 


guard. 


Now go through the Tubeway where you threw the grenade, into the Alien 
Ruins... 


102 ...And out to the Acid Lake. 
Make your way back to the metal walkway. 
104) Fight and defeat the Mondite Guard at the tunnel then continue on. 


G5) A Dropship will try and shoot you with its guns. Let them get a bead on you, 
then run forward. This will happen 3 or 4 times. 


106 06) Fight and defeat another Mondite Guard, then enter the elevator. 


107) (7 Access the Airlock Panel and solve the puzzle (the solution is in the Guards 
Logbook). | 


108 3] Access the elevator control panel and choose level 3 (the Control Corridor). 


Hl) Head back to the end ofthe Corridor and fight the Mondite Guard. Once 
defeated, enter the Control Room. 


Access the Bike Data Monitor on the back left wall and choose Icarus Access. 
This will take you back to the Machine Shop where the Hover Bike is waiting, 


Take the Alien Battery out of your leg and place it into the front of the Bike. 
Wi Watch the ending. Congratulations! 


CONQUEST OF ThE NEW WORLD 


PC/CD-ROM *e SEPTEMBER * INTERPLAY 


Interplay continues to build on a variety of games 
ranging from pure arcade action to addictive strat- 
egy. From the developers of the award winning 
“Castles” and “Castles II: Siege and Conquest” 
comes a new game titled: “Conquest of the New 
World”. In this epic Strategy/Action title, players 
will recreate history by discovering, conquesting 
and colonizing the America of the 15th century. 
In Conquest of the New World, you can compete 
as one of the four different countries; England, 
France, Spain and Belgium, each with their own 
advantages and handicaps. The basic essence of the 
game is to balance building, politics and warfare in 
order to create a grand strategy. Some of the dis- 
tinct features Conquest offers over most games in 
this genre are digital CD music, beautifully hand- 
rendered graphics, a user-friendly interface, and 
most importantly, the ability for several people to 
play the game at one time across networks, through 
modems or through E-mail. Grand battles, dis- 
covering riches and developing resources await all 


Sr en those who apply. Expect this title to be released 
sometime in the third quarter this year. 
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PC/CD-ROM* AUGUST *BETHESDA ; ‘ 
Bethesda Software’s much anticipated sequel to the 
award winning “The Elder Scrolls: Arena” is edg- 
ing ever closer to release. “Daggerfall” makes use 
of the same play environment found in the original 
game, with outstanding graphics and sounds in a 
real-time environment. This epic role-playing adven- 
ture should be as engrossing as its predecessor and 
give players many hours of enjoyment for their 
entertainment dollar. If you are lucky enough to 
have a Pentium-based rig, you will experience a 
truly interactive RPG with few peers. With recent 
successes like Arena, “Delta V”, “NCAA 2” and 
the upcoming “Terminator Future Shock”, Bethesda 
is hoping to Keep pace with the technological and 


gameplay advances made by some of their stronger 


competitors. Judging by the early glimpse we were 


given of Daggerfall at E3, Bethesda looks more than 
up to the challenge. Daggerfall should be available 
at retail sometime in August. Look for a D-3 edi- 


torial evaluation in our September issue. 
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DUNGEON MASTER II 


PC/CD-ROM e JUNE * INTERPLAY 


Any ex-Amiga owner’s eyes will tear up at the mere 
mention of the words “Dungeon Master’. Possibly one 
of the most widely played Action/RPGs of the late 80’s 
generation of computer gamers, Dungeon Master was 
a primitive pioneer of the first-person, real-time RPGs 
we play today. Here it is, eight years later, FTL and 
Interplay are bringing out an all-new adventure that 
again, they hope, is promising to set the standard for 
all to follow. “Dungeon Master II: The Legend of 
Skullkeep” strives to achieve the “most realistic role- 
playing world ever created”, where real-time com- 
bat is combined with finely-tuned traps and puzzles 
to test the player’s logic and reflexes. 

In Dungeon Master II, the environment is literally 
alive. The world the player is in is always living and 
the action takes place with or without them. All of the 
creatures and characters act, think and behave accord- 
ing to the player’s movements and interactions. 

The user interface basically remains the same from the 
first but a revolutionary array of visual and aural effects 
such as lightening, rain, and incredible 3D sound have 
been added to give new life to a classic title. Dungeon 
Master II should be available by the time you are read- 
ing this with the Mac version to follow. 
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PC/CD-ROM * OCTOBER * INTERPLAY 
For those of you who are currently going through early 
withdrawals because you’ ve played through and beat- 
en Descent, relief is in sight. Your fix is coming, and 
it’s in the form of “Descent 2.0”. Currently in pro- 
duction by the masters at Parallax Studios and Interplay, 
Descent 2.0 is billed as “bigger, faster, louder and more 
nauseating ’. Addicted gamers can expect even more 
great things from the destined-to-be classic 3D shoot- 
er. Descent 2.0 has all of the original 360 degree, mind 
scrambling and vertigo inducing action and then adds 


bigger and improved levels plus more monsters and 


bosses than before. With the overwhelming success 
of Descent, Parallax knows they have developed a 
great game that goes way beyond the average Doom- 
style shooter. With this in mind, they are not mess- 
ing with any of the play mechanics from the first, rather 
Just adding to it with a new cast of enemies and levels 
to encounter. Descent 2.0 will deliver another stom- 
ach-turning round of queasiness and bring another ulti- 
mate experience to gamers sometime in the 3rd quarter 
of ‘95. Be sure to stay posted. 


= Indiana Jones and his Desktop Adventures fd INDY'S DESKTOP ADVENTURES 


File Options Window Help PC/CD-ROM « JUNE *LUCASARTS 


si “Indiana Jones and his Desktop Adventures” is a 
e collection of short stories set in Mexico during 
the 1930’s. The terrain is rich with treasures left by 
lost Indian tribes, including the Mayans, Mixtecs, 
“yy Sacred stone Toltecs and Aztecs. Sadly, scientists no better than 
thieves are ransacking these historical sites and sell- 
Death Mask ing their treasures to the highest bidder. Indy is in 


the region to survey a previously unexcavated lime- 
isi! | Turquoise Mask 


AP Shovel 


F ry 


stone complex known as Temple J. Unable to tol- 
erate his corrupt colleagues, he soon finds himself 
in a dangerous contest with unscrupulous rivals led 
by a shady Dutch collector, Dr. Victor Van Loon, 
for possession of artifacts sacred to the serpent god, 
Quetzalcoatl. In this Windows title, there are 15 dif- 
ferent quests that range from rescuing a wise shaman 
to recovering mystical Indian treasures to locat- 


3 | dade Snake 
aI _ Bronze Knife 


ing a sacred temple. Each new game proceeds via 
millions of possible paths towards one of fifteen 
quests. It’s a great way to spend a lunch break or 
get a quick fix before hitting the rack. Indy’s Desktop 
will be available at retail by the middle of June. 
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PC/CD-ROM ¢ SUMMER * DOMARK 


In the world of Domark’s “Orion Conspiracy”, 
corporate employees are not hired, but born into 
a company. Whole families, generation after gen- 
eration, live and die in the service of the corpo- 
rate master. Defections are rare and, more often 
than not, lead to more than the contract being ter- 
minated. The player is thrown into this pro- 
grammed, dictatorial world (sounds like a former 
employer!) in the role of Delvin Marshall. You 
begin the game aboard your space station, just 
after a funeral service for your son who has per- 
ished in a space probe explosion. Shortly after 
the service, a note is slipped under your door 
claiming that your son was murdered...begging 
the question “what happened to Danny Marshall?” 
This futuristic murder-mystery will have the play- 
er investigating the murder in an SVGA envi- 
ronment, with full character speech and 


hand-painted backdrops. Hot on the heals of 


the terrific “Tank Commander”, The Orion 
Conspiracy should see the light of day this sum- 


mer. We should have our editorial evaluation of 


the game ready in our August issue. 
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MARCO POLO 


PC/CD-ROM e JULY e IeMOTION 


‘From the Holy Land to China, from the foothills 
of the Himalayas to the outer reaches of the Gobi 
Desert, “Marco Polo” envelopes players in an 
authentic recreation of the famed and mystery- 
shrouded Silk Route. transported back to the 
ee Z Middle Ages, players embark upon numerous 
| | miele : unique and intriguing missions, following the 

legendary path set by Marco Polo himself. Gold, 
precious jewels, fame and fortune are the prized 
spoils of success...yet the path is mired in treach- 
ery, and the wind carries the scent of danger.” So 
says I-Motion, the publishers of Marco Polo. The 
game incorporates film sequences featuring the 
late Burt Lancaster, and Leonard Nimoy of Star 
Trek fame, adjustable levels of difficulty, over 
six hours of recorded voice and over 2,000 dig- 
itized images. You must coordinate your forces 
and make maximum use of your resources as you 
attempt to reach the far corners of the world. 
Marco Polo should be available at retail by the 
time you read this. A late-arriving Beta copy of 
the game went south on us, so we will have to 
bring you the editorial evaluation in our August 
issue. 
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PC/CD-ROM * OCTOBER * VELOCITY 

“Jet Ski Rage” looks like it’s progressing along very 
nicely. Instead of rushing it out for its scheduled release 
in May, Velocity has chosen to hold back the release 
date until they feel the game is completely 100% awe- 
some. From the screen shots presented on this page, 
you can see the amazing progress that is being made. 
JetSki Rage is a racing/combat jet ski game with truly 
unique rendered wave action. The game allows players 
to interact with the extremely realistic motions of the 
San Francisco Bay as they race each other in an attempt 
to outrun, outgun and outmaneuver their opponents in 
an on-the-water free-for-all. Think of this game like 
Road Rash at sea and you'll get the general idea behind 
it. As you progress through each race, you will receive 
hard-earned cash needed to upgrade your jet ski, armor 
and firepower. There are numerous obstacles to watch 
out for, from Great White sharks to Sunday sailors, as 
well as your fellow opponents. All of the background 
scenery was shot from different locations around the 
Bay and the CD music was produced from a local 
surt/grunge band. We here at D-3 will keep you posted 
as JetSki Rage comes nearer to completion. 
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SILVERLOAD 


PC/CD-ROM ¢ JULY *NOVASPRING 


A desolate ghost town named Silverload looms on 

the horizon. Your lips are dry and cracked from the 

desert heat and your throat feels like a dirt clod has 

ct logged right where your Adam’s apple is. 
AS HE 2 Something’s not right and you know it. It’s a shame 

LEFT THAT WHHOLY | a | you have to live off other people’s misfortune, being 
PLACE I SWEAR — * is a bounty hunter and all, but it comes with the ter- 
THOT 2 —— > = @#2«C@A 7” ritory. It seems a man and his son heading West 
FOLLOWED —~ i : in a wagon train had decided to go into the town 

: a “> 7 for supplies. A sand storm suddenly appeared out 

of nowhere and swallowed that poor kid up. It was- 

n't the elements that got him either...nope some- 

thing much more evil. Something to do with 

Silverload. In “Silverload” you take control of a 

lone, gunslinging bounty hunter out to solve a mys- 

terious kidnapping. The game is driven by the 

“Signos system” (Scripted Interactive Graphic 

Novel Operating System). This game engine is 

designed for plot-based computer RPGs, where 

dialogue and interaction in the game are a key fea- 


5% ABOUT THE TOWW ASK ABOUT WIS SOW. ture. Through this interface you are offered many 


" choices that determine your overall outcome. 
TELL AE ABOUT YOUR TRAVELS. WHAT ABOUT THE RAID? + Silverload features hand-rendered backgrounds, 


hours of speech, and intriguing gameplay. 
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PC/CD-ROM « JUNE * DOMARK 


Alien beings have burst from the core of your ice 
planet and threaten to destroy the mining colony 
you call home. To survive, you must convert your 
mining equipment into weapons and blow the 
invaders into space. In “Absolute Zero”, Domark’s 
new action/sim. title for both PC/CD-ROM and 
Mac/CD-ROM, you’ll play as thirteen different 
characters, choose from ten different Sci-fi vehi- 
cles, fight dozens of battles, man gun turrets on 
land and in the air, fly over 100 missions, and man 
and use over two dozen different Sci-fi weapons, 
including the “Magnetically Accelerated Auto- 
Cannon’. The game features virtual cockpits that 
allow side and rear views, and 1024 X 768, SVGA 
graphics with texture-mapped objects. According 
to Dave Georgeson, Absolute Zero’s producer, 
‘The in-depth interface, storyline and atmosphere 
of Absolute Zero add to the theater of war expe- 
rience and separate the title from other Sci-fi 
games. You just don’t play one hero in the 
war...you play ALL of them.” Absolute Zero 
should make retail in July. We will have an edi- 
torial review of the product in an upcoming issue. 


THE SKINS GAME 


PC/CD-ROM * SEPTEMBER * INTERPLAY 


Scheduled for a third quarter release, Interplay’s 
“The Skins Game at Bighorn” will attempt to 
bring the difficulty, dramatics and unique envi- 
ronment found in the made-for-TV event to 
PC/CD-ROM. The game was developed by the 
Griffon-Fathom Company and is a photo-realis- 
tic depiction of the Bighorn Country Club in the 
Palm Desert of California. The developers hope 
to capture both the rugged beauty of the envi- 
ronment and the pressure-packed action of Skins 
style play. According to Interplay’s press release, 
The Skins Game at Bighorn will feature and easy- 
to-use interface and provide golfers with a “crazy”, 
live-action caddie that continually comments on 
your play and progress on the course. The game 
also features tee-to-green fly-bys and either Skins 
or regulation play. From our quick tour of the 
product at E3, Skins at Bighorn looks quite 
impressive. Interplay will also be distributing a 
Mac/CD-ROM version of the game, through 
its MacPlay label, during the fourth quarter of 
this year. How will they stand up to PGA 486 and 
Links CD? Look for the editorial evaluation in 
an upcoming issue of D-3! 


U.9. MARINE FIGHTERS 


PC/CD-ROM* AUGUST *ELECTRONIC ARTS 


Electronic Arts wants you to experience the excite- 
ment of V/STOL technology (Vertical/Short Take 
Off & Landing) with “U.S. Marine Fighters”, a new 
add-on disk to the hit U.S. Navy Fighters and the sec- 
ond title in their continuing succession of new Air 
Combat high-end PC CD ROM flight simulations. 
Offering all of the excitement, stunning graphics, and 
audio sophistication of the original game, U.S. Marine 
Fighters adds three aircraft that revolutionized air 
wartare: the U.S. Marine AV-8B Harmer II, the Russian 
Yak141 “Freestyle Fighter’ and the British FRS.Mk 
2 Sea Harrier. All of these aircraft have nozzles on 
their engines which allow for the ability to hover like 
a helicopter in addition to regular flight. This comes 
in handy when operating from short landing strips or 
VIFF (Vectoring In Forward Flight) in order to out- 
maneuver high-performance MiGs. There are a total 
of 35 all-new missions that take place over the Kuril 
Island chain in the Sea of Japan. Some of the heavy 
artillery you will have under your control are Snakeye 
bombs and LAU rocket pods. Marine Fighters is 
scheduled for an August release and you can expect 
an in-depth hands-on review from our resident Naval 
Commander, Mark Winding. 
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s NETRUNNER 


PC/CD-ROM* JANUARY '9b* INTERPLAY 
Interplay has jumped on the “Hollywood meets Silicon 
Valley” bandwagon with their own multi-million dol- 
lar CD ROM production combining Hollywood actors, 
screenwriters and interactive gaming. Formerly known 
as “Cyberhood”, “NetRunner” is labeled as a “Robin 
Hood meets Blade Runner” cyberpunk-type thriller. 
It’s a futuristic adventure which leads the player on 
a mind-bending quest for the hero’s father - from a 
corporate hell into the depths of cyberspace. 
In this interactive cinematic adventure, the ultimate 
thrill is to experience soul searing intense emotions 
via virtual reality. This highly dangerous and volatile 
thrill experience is set in the future where tensions run 
high and emotions run wild. In this future, life is only 
as exciting as the last intense experience and players 
will be plunged into a pervasive plot where they become 
immersed into a seamless well of horror and comedy. 
Scripted by veteran Hollywood writer, Martin Olson, 
and featuring an eclectic cast of actors including Brian 
Gaskill of TVs “Models Inc.”, NetRunner features 
over three hours of blue-screen video and a real-time 
3D engine. Don’t expect to see this game on retail 
shelves until Ist quarter of “96. 


“OITENSTON 


PC/CD-ROM e SUMMER ¢ INTERPLAY 


In Jet Fighter III, you are the new world defender. The 


ye Oe ae 
we 
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United Nations has taken a significant step forward, Ss 
accepting military responsibility for enforcing inter- 
national law. As part of new United States policy con- 
centrating on domestic issues, the US military has 
donated huge amounts of military hardware to the UN. 
Included in this package are aircraft like the F-22 and 
a Nimitz-class nuclear carrier, the UNS Peacekeeper. 
Stationed aboard this carrier, you are part of the UN’s 
elite Rapid Deployment Force. Leading a team of top 
pilots from around the world, you will scramble around 
the globe as conflict erupts. JF3 includes such features 
as true texture-mapping, smooth shading on all poly- 


gons, haze and fog, transparencies, and a virtual cock- 


n anew long-range air-superiority fighter in 


pit that allows 360 degree movement and zooming ine Fcc is & Capable, albeit expensive fighter which should begin replacing the 


within the inside of the aircraft, all while the cockpit 3 pigs 
a ee a iid an aircraft which could beat the new MiG-29 
1s still functioning. The scenery and craft look to be 


s dense surface-to-air missile (SAM) def 


incredibly detailed and we look forward to seeing this 


game in its final form. Look for JF3 at retail this sum- 


mer. 
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LORDS OF MIDNIGHT 


PC/CD-ROM ¢ JULY * DOMARK 


The short, but sweet, story of Domark’s Lords 
of Midnight is as follows; “Imprisoned in the dun- 
geons of the Black Citadel by Boroth the Wolfheart, 
Luxor begs rescue from the Lords of Midnight led 
by his son, Prince Morkin.” The game begins as 
Prince Morkin sets off to rescue his father, and 
is currently traveling down the river Imilvir. In 
addition to rescuing his father, he must rescue 
twelve other prisoners before you can rise up 
against Boroth and his legions to vanquish him to 
the ends of the earth. Lords of Midnight allows 
the player to control a party of four players simul- 
taneously as you do battle against Boroth’s evil 
minions in both indoor and outdoor venues. The 
player can fight entire wars from a first-person 
perspective on enormous fractally-generated land- 
scapes, in real-time. In addition, there are four 
methods of travel in the game, including drag- 
on-back, a non-linear story line, fully animated 
3D characters, a real-time map with zoom, course 
plotting and point-and-click interface, and an on- 
line bestiary and almanac. Based on the European 
title, “Citadel”, Lords of Midnight should be avail- 
able by the time you read this. 


LA RUSSA 3 


PC/CD-ROM*MAY * STORMFRONT STUDIOS 
Stormfront Studios is back in the ball yard with 
the second sequel to what is arguably the best PC 
baseball series of all-time. “Tony La Russa 
Baseball 3” adds quite a few features to #2 and 
looks like it will provide for the complete ball- 
park experience. La Russa 3 features 640 x 480, 
SVGA graphics, all 28 ballparks, video tips from 
La Russa himself, a choice of three Hall of Fame 
announcers; Mel Allen, Hank Greenwald and 
Lon Simmons, downloadable major league sta- 
tistics, a full-featured fantasy draft, digitized pho- 
tos of major league players, an MLBPA license 
and much, much more. La Russa 3 should be at 
retail by the time you read this. Because of E3, 
we were not able to review the product before 
it shipped...something we always try to do. We 
will have a detailed editorial evaluation in our 
August issue. For the time being, however, you 
can rest assured that this will be a quality prod- 
uct. Early indications are that it is the best PC 
baseball game yet. 


Caite Configuration 
= ” a _ _— 


«a EXHIBITION GAME “ke FEATURES INTRO 


| @  sanrasy prarr @ cucwauence mae” 
—— — ~ 
[TONY'S TIPS : 
MAKING > 
OF TONY : 
LA RUSSA 
[BASEBALL f 
' 3 Se 


¥\ 


© WERT DIMENSION © PREVIEWS 


HALLS 
CIRIKES 
Mts 
IHHIHI, 


WING COMMANDER Ill 


JDO ¢ JUNE ¢ ORIGIN 
For those 3DO owners who have not played the 
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=< cal sane re ied bind & tee” - Ore; 2 
pam Se" * | be to : PC/CD-ROM version of “Wing Commander 3: 
ee. 3 ie = 
alee Be ~ . 35 e ~ e. 
at ce Heart of the Tiger”, you interact face-to-face with 
re ces : i a © 
ee 1 an ensemble cast of Hollywood stars, including 
a BS Mark Hamill, Malcom McDowell and John Rhys- 
Yd : oo — 
a % Davies. There are more than three hours of live- 
is Me 
Pra F Ts action video in the game, where you control the 
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Jee al y h twists and turns of the plot, while engaging in first- 
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Pe ee eee ee er F 
Cones. MAT cic | ee = | 
ES irate | Beare Blair (Hamill). The long-standing war between the 


humans and the tiger-like Kilrathi is approaching 
its final conflict. It is up to you and your character 
to determine the ending to this epic struggle. Make 
the right choices and the Kilrathi are kitty litter. 
Make the wrong moves and the feline aliens will 
take over the world. Sound intriguing?...could be. 
Wing Commander 3 will be available at retail for 
3DO near the end of June. Look for our editorial 
evaluation in the August issue of D-3. 
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MAC/CD-ROM * JUNE *LUCASARTS 

Oh joy! Dark Forces is coming for the Mac! Dark 
Forces is LucasArts’ new 3D first person perspec- 
tive “corridor game” which uses the proprietary “Jedi 
Engine” developed in-house by LucasArts. This new 
engine makes such things possible as moving con- 
veyer belts, flowing rivers, slippery ice, 3D enemies 
(oh, those TIE fighters!), working machinery, and 
much, much more. The game comes stock with 14 dif- 
ferent worlds, with the ability to easily add custom 
levels at a later date. It is not yet known whether or 
not the user-created levels made for the PC version 
will work with the Mac version. You are cast in the 
role of Kyle Katarn, a mercenary once a pawn of the 
Empire, now working for the Rebel Alliance. You’ ve 
been charged with the ultimate task of stopping the 
unleashing of the Empire’s newest secret weapon, the 
Dark Troopers. Dark Forces was first released for 
the PC/CD-ROM platform in March and, in an unheard- 
of three months from the PC release date, Dark Forces 
will be available for the Macintosh platform. The 
biggest difference between the Mac version and the 
PC is the resolution. Just like the upcoming port of 
Doom to the Mac, Dark Forces will feature resolutions 
up to 640x480 for PowerMac owners. 
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NINGDOM: THE FAR REACHES 


MAC/CD-ROM * AUGUST *MACPLAY 
Kingdom: The Far Reaches is an animated adven- 
ture from the creators of “Dragon’s Lair’. The game 
takes place in a far-off land of the Five Kingdoms 
where a talisman known as “The Hand” was shat- 
tered into five pieces and hidden throughout the Far 
Reaches. The fate of the Five Kingdoms rests on 
the quest of Lathan, the last of the Argent Kings. To 
fulfill the ancient prophecy, Lathan must seek out 
and rejoin the shattered pieces of the lost amulet 
and defeat the evil wizard Torlok to reclaim the 
magic of the old ways and restore freedom. Kingdom 
will be made available on CD-ROM with more than 
400 megabytes of animation optimized for 
Quicktime 2.0, high-quality digitized speech, and 
a 640x480 dpi playscreen (which is only avail- 
able on the Macintosh version). 30 magic spells and 
items assist you on your journey. A unique zoom 
feature allows you to see detailed views of the entire 
Five Kingdoms. An IBM version is currently avail- 
able, and a 3DO version (previewed last issue) should 
be available at the same time as the Mac version. 


MAC/CD-ROM «SEPTEMBER * INTERACTIVE MAGIC 
Interactive Magic recently announced that it had 
reached an agreement with Alliance Interactive 
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Software to publish its upcoming submarine simu- 
lation game, “War Patrol”. War Patrol is a WWII 
sub simulation game set in the Pacific Theater (1941 - 
1945). This simulation offers over 40 historically 
accurate and highly-detailed missions and will be 
the first such simulator to offer the player the choice 
of commanding either American or Japanese patrols. 
Players can design their own battles, or a campaign 
of linked patrols can be played to gain a top wartime 
score. War Patrol will model all of the submarine 
classes, from the Japanese I Class to GATO. 
Resolutions up to 800 x 600 are supported and 256 
colors on screen. War Patrol’s easy point-and-click 
menus system eliminates the need for complicated 
users’ manuals, allowing you to jump right into the 
action. Alliance Interactive Software has produced 
such award winning titles as “Harpoon’’, “Sub Battle 
Simulator’, and “Harpoon Classic”. War Patrol will 
be “FAT” meaning it is written specifically for both 
the Mac and PowerMac platforms. 
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N CREATE THE ULTIMATE 
STAR WARS EXPERIENCE WE HAY TO 
SET QUR SIGHTS A LITTLE HIGHER. 


| DARK FORCES” 
FIRST PERSON FIREPOWER IN THE STAR WARS UNIVERSE. AVAILABLE NOW ON CD-ROM. 


Dark Forces game ©1994 Lucasfilm Ltd. and LucasArts Entertainment Company. All Rights Reserved. Used Under Authorization. Star Wars is a registered 
trademark of Lucasfilm Ltd. Dark Forces is a trademark of Lucasfilm Ltd. The LucasArts logo is.a registered trademark of LucasArts Entertainment Company. 


CHECK OUT THE DARK FORCES DEMO ON THE LUCASARTS BBS AT (415) 257-3070 
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price of Dimension-3. 
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on the games 
you 
gotta 
have 


brought to you by the 
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played them all. 


COMING NEXT MONTH IN... 


DIMENSIONS 


THE NEXT DIMENSION IN ELECTRONIC GAMING 


He evolution: 

Terminal Velocity, Full Throttle. Flight 
Unlimited. Atari ebOO Action Pack JL. 
Indiana Jones’ Desktop Adventures. and 


om ma 
\wa ual Mac: 


Doom IL. Dark Forces. Journeyman Project 
IL. Frankenstein: Through the Eyes of the 
Monster. and more. 


300 Zone: 


/ | 

\ ' 
space Hulk. The Daedalus Encounter, Brain 
Dead 13. Wing Commander JIL- 


(Bimension Sports: 
Tony La Russa Baseball JIL. PGA Tour ‘Tb. 
/ 


f_Dungeons and Damsels: 


Dungeon Master JZ. Celtic Tales; 
StoneKeep., Daggerfall.s Lords of Midnight. 
(Call to Battle: 


che. TFX-20003 Marco Polo. and Command 
&® Conquer. Perfect General IJIL- 


‘Coa! Schoot: 
Lion. Winne the Pooh Animated Storybook. 


(Strategy Session: 


\Domark's Tank Commander gets the treat- 
ment - 


All this plus The Wire, Next Dimension, 
Liff’s Bag O’ Mail, and all sorts 
Df fun stuff. 
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